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When little Lucy is stolen by the terrible Achacha her two 
friends BIN and PIN really do get angry! They are deter¬ 
mined to get her back. You can help either BIN or PIN 
take on many different types of baddie. Be warned .... 
these baddies are especially evil and very cunning. Like 
Sumo Pigs, Snappy Dogs, Boxing Crocs, Packs of Rats, 
Rollerskating Cats and more! 

But both BIN and PIN have simply incredible punches! 
When they land a punch KERPOW! no one stands up. 
With water spouts, volcanoes and walls of fire to stop 
you, what do you think will happen when you get your 
hands on Achacha? 


ATARI ST SCREENS SHOWN 


Just remember, Lucy needs you! 


DYNAMITE DUX™ and SEGA® are trademarks of SEGA ENTERPRISES LTD. This game has been manufactured under licence from Sega Enterprises Ltd, Japan. 

© SEGA 1988. 1989 Marketed and Distributed by Activision {UK} Ltd. 
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SPECIALS 



16 STRIDER 

US Gold's conversion of the Capcom Coin¬ 
op has arrived on the Amiga. CU assesses it 
and gives you the chance to win a superb 
video camera. 

44 PUMP IT UP 

And yet another prize. Drive like a city 
slicker with our Paperboy compo 
giveaways. A mountain bike, plus loads of 
cycling gear — all waiting to be won. 

78 SPECIAL 
EFFECTS 

CU takes a look at the world of special 
effects in the movies. Bond's car on skis, Mr 
Spock flying .. . the secrets of how these 
things are achieved are revealed in a look at 
current and future film releases. 
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ACTIVISION PLUNGE 
INTO THE ABYSS 


A ctivision have snatched 
the conversion rights to 
what promises to be one 
of the year’s major box 
office smashes, ‘The 

Abyss’. 

Directed by James Cameron — 
the man responsible for ‘Aliens’ 
and ‘The Terminator’ — ‘The 
Abyss’ tells the story of an under¬ 
water drilling team recruited to 
rescue a stricken nuclear sub¬ 


marine which is lodged on the 
ocean bed on the very brink of the 
unfathomably deep Caymen 
Trough. Though details are cur¬ 
rently sparse, apparently the film 
will feature all manner of aliens 
and otherworldly denizens of this 
hitherto completely unexplored 
sub-aquatic universe. 

And if the budget, and particu¬ 
larly the special effects costings, 
of ‘The Abyss’ are anything to go 


by, it’s going to be a fairly 
spectacular movie. Filmed in an 
enormous (disused) nuclear reac¬ 
tor’s water coolant tanks, the 
effects alone will cost somewhere 
in the region of $16 million. 

And while Activision’s own de¬ 
velopment budget is likely to be a 
wee bit more modest, no doubt 
they’ll be ploughing in plenty of 
their own resources to take full 
advantage of the film’s success. 



ATOMIC ROBOKID 
BEAMS IN 



I t’s not often that our 
fabled Arcades corres- 
pondant loses all control 
and awards one of his 
coveted arcade stars, but 
readers will remember him get¬ 
ting just such a rush of blood to 
the head in last April’s ish over a 
totally awesome new cutesy 
shoot ’em up from previously 
unknowns UPL, which went by 
the name of Atomic Robokid. The 
appeal of this squat little blasting 
machine — described by our man 
in the pleasure dome as ‘‘a 
charming tin can who trundles 
through subterranean passages 
decorated with metal and bones, 
floats above psychedelic fields of 
weird space flowers and takes 
part in one-to-one deals in en¬ 
closed cyber squash courts” — 
was obviously not lost on those 
smart folk at Activision and 
they’re just signed up the blighter 
for the home market. Well, y’all 
heard it here first. Release dates 
and details as soon as they come 
to our sweaty little mitts. 
























VIRGIN 
GO ALL 
THE WAY 
(FNARR, 
FNARR) 


W ell it was only a matter of 1 
time! Sooner or later I 
some enterprising soft- I 
ware house was going to 1 
brave the wrath of Mary 1 
Whitehouse and a generation of I 
outraged crumblies and bring out 1 
a computer games version of that 1 
most profane, lavatorial and gut- | 
achingly hysterical comic ‘Viz’. 

Come on down, Virgin. Yes, I 
from the software publishing I 
wing of the label that brought you I 
‘Never Mind The Bollocks’, next 1 
year will see the software debut of 1 
Finbarr Saunders (And Fat Slags, 1 
Entenders), Roger Mellie (The I 
Man On The Telly), The Fat 1 
Slaggs, Buster Gonad And His 1 
Unfeasibly Large Testicles, Sid 1 
The Sexist and all your other I 
foul-mouthed chums from this 1 
incredibly popular underground 1 
publication. 

But how will Virgin market Viz 1 
(the game) insuch a way as to 1 
prevent “Outraged of Solihull’’ I 
having a complete coronary? 

According to a Virgin spokes- 1 
man, “the intention is not to hold 1 
back in any way, we’re going to 1 
do it exactly as ‘Viz’ magazine 'I 
would do it itself. If we try to 1 
mellow it down, we think it’ll lose I 
its appeal’’. 

But how will yer average com- 1 
puter gamer parent react to head- 1 
lines like “Has Fergie Got A Fat 1 
Arse Or What?’’? “I Had Sex With 1 
Myself’’? “Well”, conceded the 1 
spokesperson, “it probably will 1 
have parental guidance warning 1 
on the cover”. 

Viz will be coming out next I 
Spring (Hyukk! Hyukk!). 



Well, we’ve been telling you 
about this one for a while. 
Based on the rather brill film 
of a couple of years back, 
this 1920’s mob-buster plot 
puts you in the (cement?) 
shoes of the fearless Eliot 
Ness, the man who dedi¬ 
cated himself to cleaning up 
the Windy City of Al Capone 
and his crew. Warehouse 
busts, border raids, alleyway 
shoot-outs and rooftop duels 
abound in this arcade-style 
extravaganza. From Ocean, 
this game’s out this autumn. 




No respecters of borders, it 
seems, those ambitious folk 
from System 3 have thrown 
just about every ancient 
legendary villain together to 
create a truly awesome chal¬ 
lenge for you platform game 
addicts out there. Through 
four levels you battle every¬ 
body who was anybody in 
ancient mythology, from 
trolls, through Odin and 
Thor, ind taking in the 
Medusa and even Satan him¬ 
self while you’re at it. Con¬ 
fusing historically perhaps, 
but they insist that it’s a blast 
to play. Find out for 
yourselves this October. 




Any hackers out there? No 
we don’t mean you lot , we 
were thinking more of those 
sword ’n’ scorcery buffs 
whom we hear from occa¬ 
sionally. Y’see we’ve just 
been sent these not unpretty 
screenshots of Titus’ latest 
release Knight Force in 
which you (a.k.a. “the Knight 
of Thunder”) have to save 
the beleagured folk of Bel- 
loth from the thrall of Red 
Sabbath, a nasty sorcerer 
who’s made off with the Prin¬ 
cess Tanya and now threat¬ 
ens to take over mankind by 
possessing the Bellothians’ 
secret of time travel. Yes, 
yes, we know you’ve heard it 
all before, but with gnomes, 
skeletons, ghosts and dino¬ 
saurs to hack and carve, we 
thought you gore fiends 
would appreciate the tip-off. 


IT 

FORCE. 


Sometimes the folk who in¬ 
vent all those hyper hi-tech 
sit-into shoot ’em ups and 
drivalongs decide to take a 
break and indulge in a spot of 
serious silliness. Dynamite 
Dux , featuring the antics of a 
pair of web-footed bomb- 
lobbers, was definitely one 
of their more obvious lapses 
into charming lunacy, pitting 
our heroes as it did against 
sumo pigs (!!!) and boxing 
crocodiles (!!!!!) in six levels 
of inspired 3-D cartoonia. 
Activision will be passing the 
duck to your good selves this 
month. Altogether now — 
‘quack’! 




































IF THEY EVER MADE A GAME 
OUT OF ‘1RON EAGLE’ YOUD 
HAVE CALLED IT. .’ 



• 3 Dimensional, fast action. 

• Strategy and simulation features. 

• Spectacular take-off and 
landing sequences. 

• Parallax ground and cloud 
formations. 

• ‘Track’ across ‘5’ screen widths. 

• Eight ‘battletorn’ missions 
across sea, deserts, forest and 
deadly ice flows. 


‘Defeat enemy choppers, ships 
and ground defences’ 


*Fly above and below cloud 
formations' 







































NORTH & SOUTH 
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In what is possibly a first, 
Infogrames are releasing an 
Amerian Civil War strategy 
game based on a Belgian 
comic, North or South. 
Either side can be controlled, 
and using the railways to 
move money to pay for new 
troops represents a major 
part of the game, in addition 
to the more traditional war 
gaming elements. 


What with everybody from 
Kylie Minogue to Tony Dillon 
raving about the much-hyped 
big screen debut of the 
caped crusader, Ocean can 
hardly avoid having a mas¬ 
sive hit with their home com¬ 
puter version Batman. Still, 
never ones to rest on their 
laurels, the Mancunian soft- 
house are promising four 
levels of graphically impress¬ 
ive thrillerama, ranging from 
swinging through the che¬ 
mical factory, a burnalong in 
the Batmobile (horizontally¬ 
scrolling on the 64, Out Run- 
style on the Amiga), a spot of 
Batwing flight and, of 
course, the showdown be¬ 
tween Batman and the Joker 
set in Gotham cathedral. 


Rainbow Arts latest release 
is to be an atmospheric, 
complex adventure game set 
in 1912. You are a detective 
employed to solve the mys¬ 
tery of a number of deaths, 
all seemingly linked with an 
African mummy. A chauffeur 
driven car is on hand to take 
you round Hamburg to ques¬ 
tion people, whilst the tele¬ 
phone in your hotel room can 
be used to check stories. 
The daily newspaper will also 
provide clues. Out on both 
formats now. 


Pretty, eh? Well, we did rave 
rather a lot about Capcom’s 
fab arcade sequel to Ghosts 
'n' Goblins , and frankly if the 
home computer version of 
this completely tremendous 
bouncealong is even half as 
good as the coin-op from 
which it springs, we’ll be de¬ 
lighted. Due out later this 
year, Ghouls f n’ Ghosts, by 
US Gold, puts you in the role 
of a valiant maiden-rescuing 
knight pitted against a be¬ 
wildering array of enemies 
and natural hazards. This 
should indeed be a biggie. 


shocked as he looked at his watch* 
'The Wonninger case starts 
in Munich tonorrow... 

It will be #reat if vie nake it." 
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OCEAN 
SIGN 
ROBO II 





O cean Software have just 
signed a licencing deal 
which guarantees them 
conversion rights to 
Robocop II. The yet to be 
filmed sequel to Robocop (release 
date next year) will again star 
Peter Weller in the title role. 

Robocop II ’s plot is still a 
closely guarded secret but we 
understand that the Frank Miller 
(creator of ‘The Dark Knight’) 
script involves the creation by the 
increasingly ruthless and power 
hungry Omni-Consumer Product 
of a new, even more deadly 
Robocop among whose tasks is 
the termination of our old friend 
Robo I. 

With Ocean’s conversion of the 
original Robe having proved both 
an outstanding critical and com¬ 
mercial success, the canny Man¬ 
chester softhouse will already be 
hoping that Robocop II will prove 
a smash in Christmas 1990 



SPACE CADET 


W e all know those sim 
specialists were a couple 
of sandwichs short of a 
picnic, but word reaches 
us that these seemingly 
normal, serious folk at Sublogic 
are to release a UFO flight simula¬ 
tor for the Amiga this autumn. 

Designed around what sublogic 
think you would find in the tradi¬ 
tional (!) flying saucer, it comes 


equipped with an anti-grav prop¬ 
ulsion system, a gluon drive, 
anti-laminar transducer and gravi¬ 
ton tractor beam. The craft is 
unfortunately unarmed, which 
means it’s best to avoid flying it 
round airforce bases where you 
are likely to encounter the odd 
Falcon or two. The aim of the 
simulation is to fly around Amer¬ 
ica gathering fuel to take back to 


the mothership in orbit just out¬ 
side the earth’s atmosphere. The 
game is compatible with the other 
Sublogic flight simulator scenery 
disks, so if you get bored with 
America, you could take it for a 
quick spin round the Arc de 
Triomph or London Bridge. In 
addition to UFO , Sublogic have a 
host of new flight simulator pack¬ 
ages to be released this Autumn. 
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PC SHOW 
TIME 


H urrah! We all know what 
happens but once a year, 
don’t we? It’s showtime. 
The illustrious presti¬ 
gious and lots of other 
words ending in ‘ous’ PC Show 
has come around and you, the 
discerning member of the public 
will have the chance to come 
along, see all the new games and 
hardware and meet loads of in¬ 
teresting people, including us(ll). 

The whole caboodle takes place 
at Earls Court Exhibition Centre 
from 30th September to the 1st of 
October and tickets are priced at 
£3.50. A bargain! 



REAP 

HAVOC 


F ollowing their announce¬ 
ment last month of the 
signing of Marvel comic 
licences, The Punisher 
and X-Men, The Edge 
has followed up with news of two 
more deals involving cominc 
characters. 

Next year will see a follow up to 
the Punisher game, this time 
featuring a guest superhero in the 
form of Daredevil. The game, 
currently in planning stages will 
contain what The Edge describe 
as “an anti-drugs theme”. 

The second licence is based 
around Marvel’s hirsute frightwig 
with the overlong fingernails Wol- 
verline. Again details are scant 
because the game design is at an 
early stage, but we do know that 
it will be based on the current 
upmarket version produced by 
Epic with a guest character in the 
shape of Havoc. Both games are 
likely to appear around January. 
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While most of us have been 
sunbathing, drinking pop, 
and generally having a lazy 
Mediteranean summer, 
those industrious folk up at 
Activision have been slaving 
away on their conversion of 
Sega’s totally brilliant mytho¬ 
logical beat ’em up, Altered 
Beast And now, just as the 
sun’s gone in and every¬ 
body’s thoughts are turning 
back to school/university/ 
rainy dole queues, the bof¬ 
fins have reappeared from 
their secret underground 
bunkers, unnaturally pale af¬ 
ter months of sunken de¬ 
privation, and announced 
that the great job is nearing 
completion. 

For those of you who mis¬ 
sed the original coin-op man¬ 
ifestation pf Altered Beast f it 
featured five levels of beasts 
’n’ baddies to be battled 
through by one or two beefy 
Roman gods (Zeus is a Greek 
god, incidentally, fact fans, 
but who’s checking?), which 
meant that each time they 
picked up one of the floating 
pearls left behind by their 
vanquished foes they be¬ 
came even beefier. Then, 
when a certain level of 
brawniness was achieved, a 
blood-curdling scream 
issues from the warrior con¬ 
cerned and he’d metamor- 
phosise before your very 
eyes into one of five fear¬ 
some beasts, each with their 
individual special powers. At 
the end of each level, your 
be-beasted hero would have 
to take on and defeat a parti¬ 






cularly enormous boss-type. 

The game was particularly 
noteworthy for its superb 
graphics, the number of 
beasties you’d be taking on 
at any given time onscreen, 
and the size of the charac¬ 
ters. An awesome task for a 
would-be converter, you 
might imagine. 

The 64 version, according 
to programmer Michael 
Archer, achieves feats “nev¬ 
er achieved before on the 
C64”. As in the original, the 
64 version features all five 
levels, all the end of level 
aliens, and fifteen fully ani¬ 
mated creatures to take you 
on. 

Michael, whose previous 
work has included Nemesis 
The Warlock , Rampage and 
S/a/ne, feels that Altered 
Beast is “the best program 
I’ve ever done”. 

Among the technical tricks 
that he’s managed to create 
is a row of eight multiplex 
sprites, each being two by 
three sprites in size, an 
achievement which is, as far 
as he knows, a first for the 
machine. 

But what is likely to im¬ 
press the average gamer 
even more is the sheer size 
of the sprites. 

All this and a soundtrack 
by Martin Walker too? 

“I don’t believe there’s 
anything technicaly pushing 
the machine as far as this”, 
concludes the modest 
Michael. 

Jeff Gamon, who’s re¬ 
sponsible for the Amiga ver¬ 
sion, hasn’t been slacking 
either. Apparently, every 
monster present in the coin¬ 


will be found in 
machine too, along 
with most of the original’s 
digitised sounds. “It’s going 
to be a squeeze, but I think 
we can do it”, says Jeff. 

Although the famous full¬ 
screen “change” scene just 
can’t be fitted on, a miniature 
representation will be shown 
in a small panel at the foot of 
the screen. 

As in the 64 version, the 
notable features will be the 
size of the sprites and the 
amount of movement hap¬ 
pening onscreen at any given 
time. The Amiga version will 
come on two disks. 

“We have two players and 
up to eight monsters 
onscreen simultaneously, 
each one being about eight 
characters high. And for that 
size of sprite, keeping it all 
moving was quite a chal¬ 
lenge. But this is the sort of 
game that the Amiga was 
built to do.” 

The two programming 
teams have been working 
since early Spring on the 
mega product. You’ll be able 
to see if end results are as 
hot as they promise in Octo¬ 
ber. Until then, you’ll just 
have to make do with the 
pretty pictures. 
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AMIGA CHART 


TM 

LM 



1 

NE POPULOUS 

ELECTRONIC ARTS 


2 

3 FORGOTTEN WORLDS 

US GOLD 


3 

4 KICKOFF 

ANCO 

i. 

4 

NE FALCON MISSION 1 

MIRR0RS0FT 


5 

NE SILKWORM 

VIRGIN 


6 

10 DRAGON NINJA 

OCEAN 


7 

NE NEW ZEALAND STORY 

OCEAN 


8 

NE LORDS OF THE 

RISING SUN 

MIRR0RS0FT 


9 

11 FALCON 

MIRR0RS0FT 


10 

12 LOMBARD RAC RALLY 

DATABASE/MANDARIN 
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C64 CHART 

■ 

TM 

LM 



1 

1 ENDURO RACER 

HIT SQUAD 


2 

2 ROBOCOP 

OCEAN 


3 

NE BARD’S TALE 

ELECTRONIC ARTS 


4 

RE GREEN BERET 

HIT SQUAD 


5 

4 1942 

ENCORE 


6 

NE STORM WARRIOR 

ENCORE 


7 

7 SAS COMBAT 

CODE MASTERS 


8 

RE YIEARKUNGFU 

HIT SQUAD 


9 

6 DALEY THOMPSON’S 
DECATHLON 

HIT SQUAD 


10 

9 SILKWORM 

VIRGIN 


11 

NE KENNY DALGUSH 
SOCCER MANAGER 

COGNITO 


12 

NE KICKOFF 

ANCO 


13 

RE SABOTEUR 2 

ENCORE 


14 

NE WOLF PACK 

BLUE RIBBON 


15 

3 POSTMAN PAT 

ALTERNATIVE 

■ 


16 

8 EMLYN HUGHES 

INTERNATIONAL SOCCER AUDIOGENIC 


17 

NE DRAGON NINJA 

OCEAN 


18 

18 OPERATION WOLF 

OCEAN 


19 

5 LEAGUE CHALLENGE 

ATLANTIS 


20 

NE IN CROWD 

OCEAN 


REVIEWERS CHOICE 


Mike Pattenden: Rainbow Islands (Amiga), Kick Off 
(Amiga), Paperboy (Amiga). 

Mark Patterson: Oillmperium (Amiga), Citadel (64), 
Beach Volley (Amiga). 

Steve James: Beach Volley (Amiga), Strider (Amiga), New 
Zealand Story (Amiga). 


ADVENTURE CHART 

TM 

1 

BARD’S TALE 

ELECTRONIC ARTS 

2 

WEREWOLF OF LONDON 

MASTERTR0NIC 

3 

HILLSFAR 

US GOLD 

4 

LORD OF THE RINGS 

MELBOURNE HOUSE 

5 

TIMES OF LORE 

MICR0PR0SE 

6 

TIME AND MAGIC 

DBASE/MANDARIN 

7 

SNOW QUEEN 

MOSAIC 

8 

PRICE OF MAGIK 

LEVEL 9 

9 

DIARY OF ADRIAN MOLE 

MASTERTR0NIC 

10 

GRANGE HILL 

BUGBYTE 


OUR VERY 

FIRST RECIPES 

THE CHEF (AGED) 

COOKED WHAT? 

Mike Pattenden (14) 

Jam tarts for his mum. 

Steve Janies (12) 

Mayonnaise omelettes 
and Andrews Liver Salts/ 
coca powder ’fizz’ for his 
mates in the den. 

Mark Patterson (10) 

Combeef hash and cups 
of PG Tips for the GAP 
centre (wasn’t that 
sweet?). 

’Commander’ 

Tom Glenister (11) 

Bully beef, hard tack and 
rations of Bacardi for the 
NAAFI gals at RAF 

Lyneham (at ease TG y at 
ease!). 
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OIL FIELD NUMBER 17 IS BURNING!!!,,.. 

The day s first problem is but one minor 
episod e ki the rapid action world of the oil 
industiy. Oil lmperium takes you deep into 
the heart of this frenetic business and Jets yoi 
explore Us limitless horizons ... boardroom 
strategy . international politics, financial crises , 
oil field action and terrorist blackmail. 

It’s a tough business, a dirty business, when 


I you’re dealing with the international 

commodity that fires the desires of not just 
men but government’s too. 

"Absorbing and original... forget Dallas, this is the 
real McCoy!" ACE 

t "Very slick ...a real winner tltat will 
i hate you hooked for hours!" » • 

' COMM QQQRtLaSL R * * gVffN 

/"Brill, ant graphics and the sound . | 

\ >UGA USER 








* V. 


)< 




pr< 


hi-strategy games designed to 

of the real world — business, s 

ex 

a 



cie 

n 









































































Not a Tobias Richter animation in sight this month. Never mind, there’s 
some useful substitutes. Thanks to all the crews who sent in their 
material, particularly The Hacktrick Cracking Crew and the 
Ballcrackers. The rest appear courtesy of Seventeen Bit Software. 
Anyone who reckons they can do better should send their work to CU 
Demos, Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. 


Produced by Eric Graham for Byte by Byte using their Sculpt 3D and The second in Eric Graham’s series, the ever popular subject of the 

Sculpt Animate systems. The hammer bangs the surface causing the tree frog. This time it swivels its eyes at a passing fly and suddenly 

nails to leap into the air. snaps out its tongue to gobble it up. 








COLOUR CYCLING: This demo was produced to show the simple animation effect of colour cycling using D Paint II or III. It contains some ten 
pictures produced demonstrating the effect showing land rovers, aircraft, fountains and abstractions. 









































SUBWAY: Demo of the month for us. A smart little intro for Valdan featuring a scrolling message in the novel form of a graffitied subway train. 


TRANSMUTATION: a spot of Belgian New Beat from Sweden’s The Hacktrick Cracking Crew continue their obsession with Jean 

Ballcrackers, inspired by seeing leading exponents Front 242 at a Michel Jarre in their latest demo. It’s another slideshow based on the 
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And that’s for Boris Yeltsin! 


t wasn’t that long 
ago that I found 
myself with the 
Ed. down at our 
local arcade tak¬ 
ing screen shots of this fabulous 
game. After the initial frustration of 
trying to focus on the over-large 
screen, attention was turned to 
what is probably the most athletic 
character in any game. 

Strider is a superbly animated 
coin-op with a somersaulting char¬ 
acter who sprints down cliffs and 
defies gravity with the aid of a 
suction cup. Inconvertible, it 
seemed. 

Hardly hyped, hardly promoted, 
the conversion belies all thoughts 
of that. The static background 
graphics are identical to those of 
the arcade. Between level sequ¬ 


ences have been retained; there’s 
sampled speech and, best of all, 
the gameplay of Strider remains. 
He still pulls off more bewildering 
flips and turns than a cat with a 
hot-foot, minus some frames of 
animation and at the sacrifice of 
some speed. But it looks fabulous. 

The Kremlin dragpn, one of the 
original features, still appears to 
cause trouble with a|l the favourite 
members of the Politburo trans¬ 
muting into a giant communist 
worm which needs stamping on. 
Guy, the fifty ton steel gorilla, 


waltzes on screen after that to 
pound Strider to a pulp with tank¬ 
sized metal fists. Level two has 
the land mines and snow wolves 
to make life a misery. On top of 
that is a jump so immense it takes 
almost overy perfect timing to 
negotiate. 

Strider’s main defence, and a 
mean one at that, is the huge 
energy field he flips around his 
head, the size of which can be 
increased by collecting various 
human and robot leftovers. 
Another very useful littel imple¬ 
ment is a collectible robot satellite 
which orbits Strider and fires inter¬ 
mittently, good for long range 
attacks. Life is based around an 
energy bar which depletes every 
time Strider has a brush with a 
nasty. Too many brushes and 
he’s swept away another of his 
three lives. 

The next ten minute were spent 
looking for the memory expansion 
or the elusive “second” disk. 
There were none. Strider is a 
completely self sufficient one disk 
product — but a good one at that. 
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It contains all the best ingre¬ 
dients for an excellent game. The 
gameplay is wonderful, there is 
always a hidden trap, nasty or 
puzzle needed to advance a sec¬ 
tion, and it’s always worthwhile as 
none of the sections are repetitive. 
The game scores full marks for 
presentation, with sequences, 
cartoon pictures between levels 


and digitised speech. If Strider 
sounds a little bit on the awkward 
side to control, don’t fret. The 
slanted eight-way control method 
applies, with up for jump and fire 
to use the energy beam. All other 
actions are dictated by the terrain 
and position of Strider, and ease 
of control which helps add to the 
playability of the game. They’re 


not programmed in for decoration 
either. A lot of stages require 
careful positioning and the right 
actions at the right time to leap on 
to a wall or avoid falling objects. 

A must for all arcade fans, and 
already looks set to challenge 
Forgotten Worlds and Xybots for 
arcade conversion of the year. 

Mark Patterson 


lt f s bed time for Bonzo 
your shield and kill the 


. whip out 



SOUND 

GRAPHICS 

PLAYABILITY 

INSTABILITY 


89 % 

89% 

88 % 

89% 




























W ell there’s no point in trying to 
strain for a better line to tie-in 
this compo with US Gold’s Strider, 
except to say that the self-same 
softcos have dipped into their coffers 
to purchase this wonderful prize for 
one of you lucky people. 

The handy-sized VEM-Sl(P) 
camcorder, from Sanyo, is a great 
little video camera with which you 
can take piccies of your best pal’s 
wedding, your holiday in the Urals, 
the milkman, the cat or whatever 
else takes your fancy. 

The Sanyo camera has a number of 
less-than-twiddly functions which 
mean that you can fade your ‘movie’ 
in and out and print the time and the 
date on the film. 


The twenty runners up 
will each get a copy of 
Strider, so please let us 
know whether you own an 
Amiga or a 64, and, if you 
own the latter, whether 
it’s disk or cassette 
driven. 

And in keeping with 
Strider’s Soviet theme, the 
following questions have 
a red-tinged hue. 


Number one, what was 
the name of the last Tsar? 


Number two, who was the 
first Soviet cosmanaut? 


And, finally, pop pickers, 
number three. Which toe¬ 
tapping euro disco group 
had a hit a few years ago 
with a smashing little 
song with the inimitable 
chorus — ‘Ra, ra 
Rasputin, Russia’s 
greatest love machine’? 


Easy, eh? Answers on a bowl of borscht to arrive by 
no later than 7th October to ‘Da, I’d like that corder, 
Boris’ CU Camcorder Compo, Priory Court 30-32 
Farringdon Lane, London EC1R 3AU. 

And don’t be late with your entries, little 
Gorbachovs, otherwise you’ll grow a big red spot on 
your forehead. 
















HOLD IT 
RIGHT THERE 
SCREWBALL'* 


CAPTAIN 




DESTROYER 


DARK DESTROYER, THE FIEND 
WITH A SEVERE PERSONALITY 
PROBLEM IS TRYING TO DESTROY 
ALL THE GAMES SOFTWARE 
IN THE CITY..... 


Y WANNA PLAY y 
GAMES SUCKERS? 
HAW/HAW/HAW/ 
NO MORE FUN A 


m^f^CAPTAfN LIGHT* 1 * 

JTyY you brainless W/MP' 


SO IT WAS A bit 
BELOW THE BELT, 
WHO CARESP ONLY 
TROUBLE /S, HE'S , 
DESTROYED ALL / 
THE GAMES S\/ 
SOFTWARE/^ A 


\ Post To: The Personal Computer Show, 

\ Ticket Office, 11 Manchester Square, 
k ' London W1M 5AB. Tel: 01-486 0067 

Please send me my ticket(s) to the Personal 
\ Computer Show 
^ No of Tickets_ 


Name 


Address 


r HEY, WAIT A SECOND 
THERE MIGHT BE ONE 
GLIMMER OF HOPE... 


y I ENCLOSE A CHEQUE/POSTAL ORDER 

' FOR___(£3.50 per ticket) 

' Under 18's will not be admitted on the 
\ 27th, 28th and 29th September as these 
» days are exclusively for Trade and 
' Business visitors. Under 18's will 
\ not be allowed in the 
^ business hall. 

\ COM 8 


SWITCHED ON FOR LEISURE 

The Personal Computer Show is presented by Personal Computer World Magazine a V.N.U. publication. 
Organisers: Montbuild Ltd., 11 Manchester Square, London W1M 5AB. 

















































The guy on the box is a hostage 


Virgin/ 
Mastertronic 
Price: £19.99 


h-ree-yah!’ (to 
be shouted in a 
Japanese ac¬ 
cent) can’t be a 
completely un¬ 
familiar sound to anyone who 
regularly visits video arcades. It is 
of course the cry of the Shinobi, 
and one that countless Amiga 
owners will get used to hearing, 
now that Shinobi has finally been 
converted. Thankfully, all the war 
cries have been incorporated, 
along with the rest of the sounds 
of battle. 

Sadly, one of the things that 
hasn’t crossed over from the coin¬ 
op is the gameplay. Shinobi is fun 
and quite playable, but it’s not 
even close to its arcade counter¬ 
part. Both scrolling and animation 
are exceedingly jerky, and the 
latter is limited to two or three 
frames per character. No prizes 
for guessing that this somewhat 
spoils the game. 

As for the plot. You have been 
hired by the government to track 
down numerous crime bosses, all 
of whom are guilty of kidnapping 
girls. You have to seek through 


the enemy bases, killing every 
henchman you come across and 
freeing all the little girls. At the end 
of the level, you come across a 
multi-hit guardian. Destroy him, 
and go onto the bonus stage, 
which is a split-level shooting gal¬ 
lery where you fire an infinite 
amount of shuriken at ninja. 
These race across the screen on 
two platforms and occasionally 
leap forward from the rear to the 
middle platform. Beware of ninja 
who threaten to 
come all the way 
forward, because 
if they get too 
close you’ll lose 
your bonus. All of 
this leaping back¬ 
wards and forwards 



























































































shuriken, but as you progress, you 
can collect guns and shoot bullets 
instead. Should you get close to 
an enemy, you can swipe him with 
your sword rather than fire a 
missile. Finally, there is your Shi- 
nobi, a mystical, magical, ninja 
spell that results in dozens of 
ninjas appearing and killing every¬ 
thing, rather like a smart bomb. 
And just like a smart bomb, you 
get one to use per level or life. 

Having grown to love the coin¬ 
op, I must say that this version of 
Shinobi leaves me feeling dis¬ 
appointed. The end result looks 
careless, and with so much poten¬ 
tial wasted, that’s a far worse 
criticism than if the game had 
been a duffer in the first place. 

Tony Dillon 


makes the game feel very similar 
to Rolling Thunder. 

Your enemies are thugs, who 
just wait to be shot, and gunmen, 
who take shots at you, and then 
wait to be shot. Additional chal¬ 
lenge comes in the form of 
shielded guards, who harbour the 


hostages and can only be shot 
from up close. Oh, and enemy 
ninja do have a tendency to 
appear from nowhere and leap all 
over the place. 

Choose from four ways to kill an 
enemy. First, and possibly the one 
method you will use, is to throw 


SOUND 78% 
GRAPHICS 69% 
PLAYABILITY 65% 
LASTABILITY 63% 
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ANCO SOFTWARE LTD., UNIT 10, BURNHAM TRADING ESTATE, LAWSON ROAD, 
DARTFORD, KENT. Mail Order by Cheque, Postal Order, ACCESSor VISA. 

Telephone No.: 0322 92513/92518. FAX No.: 0322 93422. 
























AMIGA 


Ocean 

Price: £24.95 


Vive le Coca 
Cola! Vive 
I’hairdo! 


SOUND 86% 

GRAPHICS 89% 
PLAYABILITY 87% 
LASTABILITY 89% 


In for a duck. 


his is one of the 
most addictive 
games I’ve play¬ 
ed in a long time. 
Beach Volley is 
as simple to play as it is gorgeous 
to look at — and by simple I don’t 
mean easy, but brilliantly straight¬ 
forward in idea. 

The origins of beach volley lie in 
California. All you need to play it is 
a net, two teams of two players 
each, and, of course, a sun-kissed 
stretch of sand. 

The game has both one and 
two-player options, and the rest is 
simplicity itself. First of all you or 
your opponent serves, knocks the 
ball over the net to an opposing 
player, who passes it to his team 
mate, who lobs back over the net, 
the the process is repeated. A 
flashing symbol indicates the spot 
where the ball will land; the ball 
can only be touched twice when 
it’s your possession; and the first 
team to score seven, with a mar¬ 
gin of two, wins. And that’s it... 

Apart from the fact that Beach 
Volley sets a furious pace, and 
you can get to do close-to-the-net 
smashes, volleys from the rear of 
the court, and you can play bluff 
with your opponents. I love play¬ 
ing table top football — Beach 
Volley's similar in that you instinc¬ 
tively know what your next move 


Thumb marks the server , the spot the trajectory. 

BEACH 


should be but are your reflexes up 
to the test? 

The graphics are really quite 
enchanting, in particular the 
animation sequences which link 
each level. Every game takes 
place in a different country, and 
the links take the mickey a bit; so, 
for instance, you’ll arrive at Hawaii 
on a sailboard which has been 
strapped to a sea serpent. 

The title screen has been drawn 
like a page from a teenager’s 
comic. The programming for this 
game was done in France and it 
has the look of a Frenchman’s 
idea of what the perfect American 
‘yoof’ should be like; so thank God 


that it wasn’t programmed in 
America, or we would’ve got the 
Waltons. 

And that’s it, apart from to say 
that Beach Volley has a jolly nice 
soundtrack full of rock ’n’ roll and 
other popular noises and that you 
really ought to give this one a go. 
It’s got nice big sprites, dayglo 
colours, and it’s actually rather 
good. 

Steve James 





























Atari ST £19.99 
Amiga £19.99 
C64 Cass £ 999 
C64 Disk £14.99 
Spectrum £ 9.99 
Spectrum +3 £14.99 
AmstradCass £ 9.99 
Amstrad Disk £14.99 
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SCREEN 

SCENE 



n t’s time to polish 
up on the dirty 
tricks and perfect 
that evil sneer 
again for a game 
that will bring out the nasty streak 
in everyone. 

In Oil Imperium you are an oil 
magnate trying to wipe out your 
opponents and gain a monopoly 
on the world’s market. To start 
with you must establish yourself; 
build an oil field or two, buy a 
storage tank and you’re all set to 
reek havoc on your rivals. 

Once you’ve got a bit of money 
you can hire mercenaries to set 
fire to oil fields, rob a competitor’s 
bank, blackmail rival agents or 
blow up storage tanks. Of course, 
your opponents will be trying to do 
the same to you, but there is a 



Please don’t play with fire (that was a public information film). 



Thar’s black gold in that thar strata. 





way to stop them. Detectives can 
be hired and if they uncover any 
illegal dealings then a court case 
ensues where some of the offen¬ 
der’s oil fields can be confiscated. 

The normal day-to-day running 
of the company is done from the 
office, but sometimes you may 
have to pop out to extinguish the 


IMPERIUM 


odd fire, connect the occasional 
pipeline or drill for oil. These three 
events make up the arcade action 
part of the game. 

It’s been a long while since I’ve 
seen a game that’s as well pre¬ 
sented as Oil Imperium , every part 
of the game is very slick (good 
pun, Mark! Ed) and easy to use. 

The graphics are very impress¬ 
ive in all respects, right throughout 
the game, and because of the 
multitude of possibilities they are 
also extremely varied. There are 
very few sound effects but the 
excellent music more than makes 
up for this. 

You can choose to play against 
the computer, friends or a com¬ 
bination of both, and what’s more, 
there’s four variations of the game 


to test the budding tycoon to the 
full. Each time you play is slightly 
different because of the random 
distribution of oil. 

Oil Imperium mixes strategy 
with arcade action and the result 
is a real winner that will have you 
hooked for weeks. If you want 
something to get your teeth into 
then this is the game for you. By 
the way, don’t worry if all this 
sounds a bit like Dallas; it isn’t a 
dream, it just plays like one. 

Mark Mainwood 


GRAPHICS 90% 
SOUND 82% 

PLAYABILITY 88% 
LASTABILITY 92% 

















































t last we have a 
piece of software 
that pushes the 
boundaries of 
the human im¬ 
agination in no less than two 
categories. Not only is it the most 
perfect arcade conversion to date, 
it’s also the most sickeningly cute 
game ever to appear. So cute in 
fact, that it makes The New Zea¬ 
land Story look like a Stephen 
King movie. Just listen to the plot. 


Bob and Bob (remember them, 
the really cute dinosaurs from 
Bubble Bobble) are back, only 
now they’ve evolved through a 
couple of million years and are 
cute little sexless humans in dun¬ 
garees. These are no ordinary 
humans, however, these are hu¬ 
mans with a mission. The seven 
Rainbow Islands are in danger of 
being destroyed by the Boss of 
Shadow, who intends to take over 
the seven islands and turn all the 
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mm 


into his disciples. You, 
le part of Bob or Bob (or 
two player mode) have to 
jrse 28 levels (four an island) 
fun and adventure. 
f Each level is composed of a 
jrtically stacked series of scroll- 
lg screens each full of things like 
platforms, nasties and sweets. 
The platforms are there to help 
you get to the top of the level, 
where the goal line is set. Take it 
that far and you’re presented with 
lots of bonus items and a wonder¬ 
ful feeling of accomplishment. The 
bad guys are there to stop you, 
and what a lovely assortment of 
characters they are. They range 
from sweet little hedgehogs and 
ladybirds to cute little tanks and 
bomber planes on the combat 
island. The bad guys are there to 
stop you from getting to the top of 


3$eya«gny’ 
by ^unfitting 
Mile ax-you, of 
pto you. * 
ne to the most' 
about game 
Easily 

ver 
flved 
rainbow. The 


the lev 
they caf 
some sort 
by simply run? 

And now w| 
revolutionar 
design, your 
single most verl 
to fall into the hanc 
homo sapien, the 
rainbow can be used in many 
ways to eradicate the bad guys. 
You can hit them with it, you can 
trap them under it and jump on it 
to kill them, or just leave them 
under one to die. 

There are also various ways 
you can enhance your weapon. 
By collecting special potions you 
can develop your rainbow to a 
double rainbow, even a triple rain¬ 
bow. You can speed up the firing 
rate and even yourself by collect¬ 


ing the infamous bubble bobble 
unning shoes. 

To say Craftgold’s work is a fair 
translation would be unfair. It is 

:actly the same as the coin op. It 
fdbks identical. It sounds identical, 
id it plays identically. Veterans 
of the arcade game will have 
absolutely no problems getting to 
grips with it, and once newcomers 
have it mastered it’s odds on 
they’ll be able to get a fair way into 
the arcade version (assuming 
they can find one — Ed). 

The graphics are brilliant. Col¬ 
ourful and full of character, even 
our miserable Ed melted at the 
sight of a screen full of rainbows 
and ladybirds. And that is its 
attraction. 

It’s just one of those games that 
it’s almost impossible to get frus¬ 
trated at. Almost. 


SCREEN 



f* 1 






The sound is excellent too. 
Loads of cheeky spot effects and 
a remixed version of ‘Somewhere 
Over The Rainbow’. Come on 
gran, get those knees up. 

SOUND 88% 

GRAPHICS 89% 
PLAYABILITY 90% 
LASTABILITY 87% 


A brilliant game. Perhaps not 
the most lasting of games though 
there’s a darn sight more to it than 
Bubble Bobble. Buy it. Please. 

Tony Dillon 



















































Open the door to the unknown. 

Qpen the door to Carfax Abbey and you 
will Surely meet OOZEf^ 
m As Ham Burger You are heiMo 
v something evil and sinister on a 
frightening and exciting journey into the 
world of ghosts and demons. 

OOZE - Creepy Nites is not just a new 
horror Adventure from Dragonware. 
OOZE - Creepy Nites is a satirical homage 
to the genre that sets a new standard 
of Computer game excellence. 


STUNNING GRAPHICS 
NERVE TINGLING SOUND 
EFFECTS 


For the 

AMIGA, ATARI ST, PC and Compatibles 
and soon also for ARCHIMEDES. 


SOFTWARE SUCCESS MARKETING 
Alban House, 24A White Pit Lane, 
Flackwell Heath, Nr High Wycombe, 
Bucks HP10 9HR 


DRAGONWARE PRODUCTS - MERIMPEX Ltd 
Am Schragen Weg 2, 9490 Vaduz, 

Principality of Liechtenstein 

Tel.: . 75 28368, Fax: . 75 206 56 
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C64 


GEMINI 

WING 


IEIMIGI 


One of the larger sprites. 


Virgin 

Price: 

£9.99 cass 
£14.99 disk 


abloid newspapers in the 
Ifuture won’t be dissimilar 
to the ones we have 
now, according to the 
soothsayers at Virgin 
Mastertronic. Aliens from a far-off 
galaxy have been libelled by the 
‘Soon Day Spirit’. Will they sue? 
No — they’re going to wipe out the 
Earth instead. Enter our last de¬ 
fences: the Gemini Wing. 

What lies behind this strong 


contender for the ‘Scenario of the 
Year’ award is, in fact, a rather 
superior vertically scrolling shoot 
’em up, with many of the usual 
features and a few unusual ones. 
The now standard colleci-an-icon- 
to-upgrade-your-weapon system 
is still there, but has been altered 
slightly to create a gunball’ sys¬ 
tem. When certain aliens are kil¬ 
led, they leave behind an icon, 
with up to six or seven hanging 
around waiting to be collected at 
any one time on screen. Naturally, 
with so many to collect, they don’t 
all provide a better upgraded 
weapon. Each icon will provide a 
short burst of increased weapon 
fire, before your ship reverts to the 
standard weapon. 

Unfortunately, this new system 
doesn’t work as well as the more 
traditional tooling-up system. The 
availability and potency of the 
icons seems to be a fairly random 
event, which means you can get a 
long way with one game, and 
absolutely nowhere the next, be¬ 
cause there aren’t any icons. This 
proves immensely frustrating, as it 
has little to do with skill, and a 
great deal to do with luck. 

In addition, the fire button has to 
be held down for about a second 
before the upgraded weaponfire is 
released, and while a second isn’t 
very long, in the middle of a shoot 
’em up it’s plenty of time in which 
to die. Although over time you’ll 
learn to ration icons with a greater 
effect, it’s still frustrating, and the 
more usual system is preferable. 

As I have already mentioned, 
the action is incredibly fast and 
ferocious, with a myriad of diffe¬ 
rent aliens attacking at once. 


Unfortunately, the Amiga version 
is not on a par with it’s eight bit 
buddies. Graphics are of course 
superior, but could have been 
better. Sound is weak and un- 
memorable,’ and gameplay is 
much slower and simpler. All in 
all, a fairly standard Amiga 
shoot ’em up, disappointing 
when stood next to the 64 ver¬ 
sion. Amiga disk costs £19.99. 


GRAPHICS: 

PLAYABILITY: 

LASTABILITY: 

OVERALL: 


78% 

63% 

64% 

64% 


Commendably, the speed of the 
game is maintained no matter how 
much is happening off screen, 
although the music slows a little. 
Sometimes there is just too much 
going on, with too many aliens 
and bullets heading your way, and 
the easiest way to get to the next 
section is to die and fly your next 
ship through while it is still at the 
usual ‘flashing invincible’ stage. 
I’m sure that over time the player 
would become more adept at 
dodging so many aliens, but in¬ 
itially it is a little discouraging to 
die on such a regular basis. The 
sound is good, with a couple of 
nice tunes and sound effects, the 
graphics are blocky on occasion, 
and, at times, it’s nigh on impossi¬ 
ble to see what’s going on. 

This has, despite the power up 
problems, the makings of a good 
shoot ’em up. It’s just a shame 
that it’s that little bit too frenetic 
and, visually, godawful mess. 

Sean Kelly 


GRAPHICS 68% 
SOUND 80% 

PLAYABILITY 79% 
LASTABILITY 83% 
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JACK NICKLAUS 

GREATEST 18 HOLES OF 
MAJOR CHAMPIONSHIP GOLF 



ike basketball 
there is no shor- 
tage of golf 
games on any 
machine, parti¬ 
cularly the Amiga, which whilst 
being relatively young in hardware 
terms can count over half a dozen 
golf titles written for it already. Any 
addition for this reason has to be 
of good quality otherwise it’s just 
going to be passed over. Jack 
Nicklaus is good enough to hold 
its own with the rest and, in some 
cases, better. 

Accolade have chosen to go for 
an endorsement from one of the 
greatest golfers of all time to boost 
sales, but in truth its execution is 
strong enough not to warrant it. 
After an initially worrying bout of 
disk swapping the game sets itself 
up with clear and precise options. 
These include choosing whether 
to play alone, against the compu¬ 
ter (you can choose its skill level 
by selecting from a list of names 
which include pros, women pros, 
experts and beginners) and decid¬ 




ing which course to play. There 
are two from the US — Pine 
Springs and Desert Mountain, 
and, a specially put together 
round of big Jack’s favourite holes 
around the world. 

The gameplay is simple. You hit 
the ball simply by tapping the 
mouse button or the keyboard, 
once to start the swing, and once 
again to control it as the power bar 
at the side of the screen drops. 
Direction is manipulated by drag¬ 
ging a little guide ball at the top of 
the screen to the left or the right. A 
meter at the bottom shows the 
direction and strength of any wind, 
and later, when you putt, it shows 
any break from the green. All this 


is performed swiftly and efficiently 
enabling you to concentrate on 
the game. 

Graphically Jack Nicklaus is 
amongst the most impressive 
sports sims I have seen, with each 
individual course drawn out exact¬ 
ly, with natural features like water 
and trees outlined and filled in 
using a large palette of colours. 
One drawback though is the 
amount of time it takes to gener¬ 
ate the screen. Each time you 
change location the screen is 
slowly revealed as a window pulls 
back. More annoyingly still, it has 
to access the disk if you want to 
see an overhead view (very use¬ 
ful) and then draw the screen 


again afterwards. 

The golfer though, is very neatly 
illustrated and faultlessly ani¬ 
mated as he swings cleanly 
through ball after ball in a way 
which would make even the Gol¬ 
den Bear himself envious. Sound, 
as is usual with these kind of sims 
is minimal, and although you get a 
nice thwack when you hit a 
second shot, you don’t hear it 
when you drive for some reason. 
There’s a generous round of ap¬ 
plause when you sink a birdie, too, 
but it would have been nice to 
hear some other sounds — the 
odd cheer, or shout of ‘in the 
hole!’. 

Compared to the likes of World « 
Class Leaderboard Accolade’s 
version acquits itself impressively. 
There are some problems — the 
computer controlled opponent is 
agonisingly slow. I have some 
reservations about the putting too 
which doesn’t work as well as it 
should, and there are some inex¬ 
plicable mistakes when you play, 
but these are outweighed by the 
general playability and attractive¬ 
ness of the product. Jack should 
be pleased. 

Mike Pattenden 


SOUND 62% 

GRAPHICS 90% 
LASTABIUTY 86% 
PLAYABILITY 85% 


Good relaxed swing , Jack. Follow it through. 











































/ THIS IS THE CLIMAX... 

THRILLING ACTION THROUGH TIME AND SPACE 

When a guy loses his girl - he loses his mind! Now, in the Final 
Chapter, Renegade must summon all his strength and lightning 
reactions as he chases his girlfriend's captors through time itself. Fight 
against neolithic man, mediaeval knights, and the tormented undead 
t from within the tombs of Ancient Egypt. Your quest finally takes you 
: v BEYOND the present —to a time you'll never forget! ... but 
remember... your girl wants to see you alive! 


JET SKIS • HOVERS • QUADS • BUGGYS • THE HILL • 

METEORS • SUPERCATS • SPEEDBOATS • INFLATABLES 

Hot from the Television series - the toughest, most exciting, multi¬ 
machine assault course to hit your screens! Simulating the skills of 
m controlling the Jet Skis, the speed of the buggys, the sheer guts and 
stamina required for The Hill and much, much more! 

Run wild — Run The Gauntlet! 
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OMNI-PLAY 


modern sound¬ 
ing title and a 
trendy game to 
match. Gone are 
the traditional 
one/two player options followed 
by a basic game. In fact you don’t 
really get a traditional game at all. 

Contained in the packaging of 
Omni-Play Basketball are two 
disks. One is nothing more than 
the game operating system, while 


the other disk contains the actual 
game modules. The first module 
contains all the details for the SBA 
league. With this scenario you can 
choose whether to coach (man¬ 
agerial option) or play ball (arcade 
option). In the arcade game you 
still have to take the part of the 
player nearest the ball, but since 
there are only five team members 
per side, confusion is limited. 

Considering the complexity of 
moves in a basketball game, con¬ 
trol of the team is quite simple. 
More important, though, the feel of 
the game is very slick and fluent. 

The managerial option is not 
very complicated, and mainly in¬ 
volves selecting the appropriate 
options then watching how the 
match will progress. If you feel like 
putting yourself totally in charge 
you can opt for a compromise 
between management and play. 
This gives you the best all-round 
control with the team, often giving 


good results; but it can cause 
some foul ups. 

The second module, however, 
is very different from most other 
sport sims. Called End Play, 
rather than giving you an aerial or 
side-view of the court, you see the 
action from the end of the court. 
It’s an original idea but confusing. 
Mindscape are promising more 
add-on modules, so who knows 
what to expect next. 

Probably the most striking fea¬ 
ture about Omni-Play Basketball 
is its graphics. They are realistic 
and contain some fabulous 
touches. Depending on where you 
are in relation to the net, the 
player will lob, short pot, maybe 
even a slam dunk; the game just 
seems to change every time you 
play it. But it’s the intermediate 
screens that really are impressive. 
Amongst others, they depict the 
coach giving the team a talking to, 
or the NBC reporters with teeth 


that look like an advertisement for 
Ultra-Brite. This sort of detail gives 
the game a slightly more profes¬ 
sional appeal, albeit slightly re¬ 
miniscent of Cinemaware’s style. 

This isn’t a game which appeals 
only to die-hard basketball fans, 
it’s too good for that. Everything 
about it is of a high quality, and it 
is exceedingly well programmed. 
The only flaw I found is one 
common to nearly all serious sport 
simulations: they just don’t pro¬ 
duce enough variety. With this 
game, the expansion modules 
might help to reduce that but it 
remains to be seen. 

Mark Patterson 
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EVER PLAYED A 
MULTI-USER GAME? 

c Plummet 

Make new friends trading 
in outer space: Federation II 
The friendly Compunet 
Club’s definitive 
multi-user space game 


•Partyline - your instant chat facility 

•Views, reviews, humour and telepublishing 

•Huge software library 

•Thousands of updates every week 

•Play by electronic mail e.g. Chess, US football 

•All this available with a local phone call 


"A wealth of 
helpful informa¬ 
tion and most 
importantly a 
great way to 
make new 
friends" MW 12 


/Compunet, Unit 26, Sheraton Business Centre, Wadsworth Road. Pcrivale, 

Middx, UB6 7JB. For enquiries and Access/Visa orders ring: Tracy on 01-997 2591. 
Please send me the Compunet Information Pack with details of your modem offers. 

_ 1 already have a suitable modem for my ST or Amiga (i.e. Linnet, Linnet 1200, any 
Hayes compatible and most “dumb” modems). Please forward the Compunet termi 
nal software, registration and Free month access for £24-95. 

Please send me the Compunet modem for C64/128 plus software, registration and Free 
month access for £39-95. 


Telephone Number 




WORLDWIDE SOFTWARE 
1 BRIDGE STREET 
GALASHIELS TD11SW 
SCOTLAND 

TEL: ORDER LINE 
0896 57004 (24 hours) 


WORLDWIDE 


•SOFT WA R E • 


C64 128 SOFTWARE CASS DISK 

3D POOL. 6.99 10.50 

APB. 7.25 10.85 

AARGH. 6.99 10.50 

ACTION FIGHTER . 6.99 10.50 

AMERICAN CIVIL WARS 3. -13.95 

AMERICAN INDOOR SOCCER. 6.99 10.85 

ANCIENT BATTLES. -16.95 

ARCADE MUSCLE.9.50 10.85 

BARBARIAN 2 . 6.99 9.50 

BATMAN. 6 99 10.50 

BATTLES OF NAPOLEON. —17.95 

BL00DWYCHE. 7.25 9.50 

BUFFALO BILL R00E0 GAMES). 6.99 10.50 

CARRIER COMMAND. 6.99 10.50 

CHESSMASTER 2000 — 10.85 

CITADEL. 7.25 10.85 


OVERSEAS TELEPHONE: 

NOTTINGHAM 225368 

SHIPPING COSTS: POST AND PACKING IS FREE IN UK 

EUROPE: £1.50 PER CASS/DISK FOR NORMAL AIR MAIL 
£2.50 PER CASS/DISK FOR EXPRESS AIR MAIL 
OUTSIDE EUROPE: £2.00 PER CASS/DISK FOR NORMAL AIR MAIL 
£3.00 PER CASS/DISK FOR EXPRESS AIR MAIL 
C84/128 SOFTWARE CASS DISK 

LEONARDO. 6.99 10.50 

mcarthurs war. — 13.95 

MICROPROSE SOCCER.10.50 14.50 

MINI OFFICE 2.11.99 13.99 


WORLDWIDE SOFTWARE 
106a CHILWELL ROAD 
BEEST0N 
NOTTINGHAM NG91ES 
TEL: ORDER LINE 
0602 252113 (24 hours) 


- 17.95 

— 14.95 
. 7.25 10.85 

6.99 10.50 
6 99 9.50 
14 95 16.95 
. 12.95 15 95 
17.95 
10.85 13.50 
. 19.95 28 95 
6 99 - 

6.99 10.50 
. 7.25 10.85 

6.55 7 99 
. 9.50 12 95 

. 6.99 9.50 

. 7.25 10.85 

. 10.50 14.50 

7.25 10 85 


CURSE OF THE AZURE BOND 

DEMONS WINTER. 

DOMINATOR . 

DRAGON NINJA 
EMLYN HUGHES INT SOC 

FINAL FRONTIER. 

FIREZONE. 

FIRST OVER GERMANY 

FLIGHT ACE. 

FLIGHT SIMULATION 2. 

FOOTBALL DIRECTOR. 

FOOTBALL MANAGER 2 
FORGOTTEN WORLDS 
FOOTBL MANGR 2 EXP KIT 

GAME SET MATCH 2. 

GRAND MONSTER SLAM 

GRAND PRIX CIRCUIT. 

GUNSHIP. 

HKM.. 

HATE'. 7.25 10.85 

HAWKEYE. 6.99 9.50 

HEATWAVE. 9.99 13.50 

HEROES OF THE LANCE. 7.25 10.85 

HIGH STEEL. 6.99 10.50 

HILLSFAR. —14.50 

HOSTAGES. 6.99 10.50 

IN CROWD COMPILATION.10.50 12.95 

INDY LAST CRUSADE. 7.25 10.85 

INTERNAT TEAM SPORT. — 10.85 

JAWS. 6.99 10.50 

KENNEDY APPROACH. 6.99 10.50 

KENNY DALGLISH MANAGER. 6.99 10.85 

KICKOFF. 6.99 10.50 

KING ARTHUR. —17.95 

LEADERBOARD COLLECTION.10.85 14.50 

LED STORM. 7.25 10.85 

LICENCE TO KILL. 7.25 10.85 


JOYSTICKS 

CHEETAH 125+. 

CHEETAH MACH 1. 

CRUISER. 

COMP PRO 5000 

COMP PRO 5000 EXTRA. 

K0NIX SPEEDKING/AUTOFIRE 


. 12.95 
14.95 
1 99 


MRHELI... 

NEW ZEALAND STORY. 

NIGHT DAWN. 

OBLITERATOR. 

OPERATION WOLF. 

PHOBIA. 

POOL OF RADIANCE. 

PROJECT FIRESTART. 

RAINBOW WARRIOR. 

RED HEAT. 

RENEGADE 3. 

RICK DANGEROUS. 

RINGSIDE. 

R0B0C0P. 

ROCKET RANGER. 

ROLLOUT. 

RUN THE GAUNTLET. 

RUNNING MAN 

SHOGUN. 

SILKWORM. 

SOLID GOLD. 

SORCERER LORD. 

SPECIAL ACTION. 

SPEEDBALL . 

SPHERICAL. 

STEALTH FIGHTER. 

STEALTH MISSION. 

STEEL THUNDER. 

STEIGAR. 

STORY SO FAR VOL 2 OR 4 .. 

STUNT CAR. 

SUPER SCRAMBLE. 

SUPER TRUX. . 

TAITO COIN OP HITS. 

TEST DRIVE 2 SCEN DISK . .. 
TEST DRIVE 2 THE DUEL. ... 

THUNDERBIRDS. 

TIMES OF LORE. 

TRACKSUIT MANAGER 

TYPHOON OF STEEL. 

ULTIMA TRILOGY. 

VIGILANTE. 

WAR IN MIDDLE EARTH 

WEIRD DREAMS. 

XEN0PH0BE. 

XYBOTS. 

ZERO GRAVITY. 

ZZAP SIZZLERS 5. 


UTILITIES/PERIPHERALS 

OCEANIC 0C118 DISK DRIVE.112.00 

C64/128 DATASETTE UNIT. 18.50 

TAPE HEAD ALIGNMENT KIT. 8.99 

C64 DUST COVER. 4 99 

AMIGA DUST COVER. 6.99 

10x3.5" DS/DD BLANK DISK. 9.95 


6.99 10 50 
7.25 10.85 
7.25 10.85 
.6.99 10 50 
6.99 10.50 
. 7.25 9 50 

— 17 95 

— 10.85 
. 6 99 10.50 

7.25 10.85 
6.99 10 50 
7.25 10.85 
. 6.99 10.50 
6.99 10.50 

- 14 50 
. 6.99 10.50 

6.99 10 50 

6 99 10.50 

- 17.95 
. 6.99 10.50 

7 25 10 85 

— 13 95 
.9.50 13.50 
6.99 9.50 
6 99 9 50 

10.50 14.50 

— 28 95 

— 12 95 
. 6 99 10.50 
. 9 00 10.85 
. 6.99 10.50 

7.25 10.85 
. 6.99 10 50 
9.50 12.95 

— 10.85 

-12.95 

. 9 00 10.50 
.. 6 99 9.50 
. 6 99 - 

— 17 95 

— 17 95 
.. 7 25 10.85 
.. 6 99 10.50 

10 85 14 50 
. 7.25 10 85 


AMIGA SOFTWARE 


3D POOL. 

. 16.95 

A.P.B. 

. 14.95 

ACTION FIGHTER. 

. 16.95 

AFRICAN RAIDERS. 

. 14.95 

AIRBORNE RANGER. 

. 16.95 

AMIGA GOLD HITS. 

. 17.95 

ASTAR0TH . 

. 17.95 

BARBARIAN 2. 

. 16.95 

BLOOD MONEY. 

. 16.95 

BL00DWYCHE. 

. 17.95 

CASTLE WARRIOR. 

. 16.95 

CHESSMASTER 2000 . 

. 17.95 

CONFLICT IN EUROPE. 

. 17.95 

DATASTORM . 

. 16.95 

F16 COMBAT PILOT. 

. 16.95 

F16 FALCON MISSION DISK . 

. 14.95 

F16 FALCON. 

. 21.95 

FAST BREAK. 

. 16.95 

FIRE BRIGADE (1 MEG). 

. 22.95 

FOFT. 

. 21.95 

GRAND PRIX CIRCUIT. 

. 17.95 

GUNSHIP. 

. 16.95 

INDY LAST CRUSADE ACTION 14.95 

KICKOFF. 

. 14.95 

LAST NINJA 2. 

. 17.95 

LEGEND OF DJEL. 

. 16.95 

LEISURESUIT LARRY 2. 

. 22.95 

LEONARDO. 

. 14.95 

LORDS OF THE RISING SUN. 

. 21.95 

MICROPROSE SOCCER. 

. 16.95 

MILENIUM 2.2. 

. 17.95 

MRHELI. 

. 16.95 

NEW ZEALAND STORY. 

. 17.95 

PHOBIA. 

. 17.95 

POPULUS. 

. 18.75 

POWERDROME. 

. 17.95 

PREDITOR. 

. 17 95 

RAINBOW WARRIOR. 

. 16.95 

RED HEAT. 

. 17.95 

RICK DANGEROUS. 

17 95 

ROBOCOP. 

. 17.95 

ROLLOUT. 

14 95 

RVFHONDA . 

. 16 95 

SHOOT EM UP CONST KIT ... 

. 16 95 

SILKWORM. 

. 14.95 

SLEEPING GODS LIE. 

.. 16.95 

SPHERICAL. 

.. 14.95 

STAR WARS TRILOGY. 

.. 17.95 

SWORD OF SODAN. 

.. 17.95 

TARGHAN. 

.. 16.95 

TEST DRIVE 2 SUPERCARS. 

.. 11.20 

TEST DRIVE 2 THE DUEL . .. 

.. 17.95 

TRIVIAL PURSUIT 2. 

.. 14.95 

VERMINATOR . 

.. 16.95 

WAR IN MIODLE EARTH. 

.. 14.95 

WEIRD DREAMS. 

.. 16.95 

WICKED. 

.. 17.95 

XENON 2 MEGABLAST. 

:. 16.95 

XENOPHOBE.. 

.. 16.95 

XYBOTS. 

.. 14.95 


ar *n B f —1 Credit card orders accepted by phone or mail. *!■" 

F\ 1 j t I Please make cheques and postal orders payable to WORLDWIDE SOFTWARE. iwiriir! tmmmm 

Advertised prices are lor Mail and Telephone orders. All prices are correct at time of going to Press e.&o.e. 
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GAMES VIDEO NOW AVAILABLE 
M YOUR VIDEO RENTAL SHOP. 
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THE RACING GAME 


THE SUCCESSFUL SPECTRUM GAME 
NOW AVAILABLE ON COMMODORE 64/128 

AN EXCITING GAME DESIGNED FOR THE HORSE 
RACING ENTHUSIAST. 

MANAGE 15 HORSES TO WIN GROUP, GRADED 
AND OPEN RACES. SEASON INCLUDES: 

THE DERBY— 1000/2000 GUINEAS — 
THE OAKS — THE ST. LEDGER. 

FORM, FITNESS, GOING, DISTANCE, ALL EFFECT 
RESULTS. TRAIN YOUR HORSES. FULL SEASON 
OF 80 RACES OR QUICK GAME OPTION. GIVE THE 
RIDING INSTRUCTIONS TO YOUR JOCKEY. SEE 
YOUR SEASONS RESULTS AND FINANCIAL 
STANDING. 

FULL BETTING MARKET, PRE RACE REPORTS, 
STEWARDS ENQUIRIES, RENAME 
HORSES, RACES OVER 5F TO 
2V2 MILES. WATCH THEM RACE AND 
CHEER HOME YOUR HORSE 

COMMODORE TAPE £7.95 
COMMODORE DISK £8.95 
SPECTRUM TAPE £7.95 
AVAILABLE BY MAIL ORDER ONLY 
SEND CHEQUE/P.O. TO: 

TANGLEWOOD SOFTWARE 
157 WARWICK ROAD 
RAYLEIGH 
ESSEX SS6 8SG 

Proprietor: J MOSS 



C64 /128 
Amiga 



WAR GAMES, ADVENTURE GAMES 
SIMULATORS & SPORTS 


STRATEGIC 

PLUS 


Strategic Plus Software 

Dept. CU 

PO Box 8, Hampton, Middx TW12 3XA 

Telephone 01 979 2987 SOFTWARE 

_ Proprietors: Messrs S. Harper & S. Tunstall 

Send £2.50 for Extensive Catalogue. □ 



ENTERTA! 




XPEifeNC^d ; 40 GAMES' -- 1 
TAlNitD FOROVER90 MINUTES 
mofsCREENPLAY SQUARE. 


y imminent move 

:£NPLAV SQUARE 


YOU DISCOVER ACTION SCREENPLAY 6n VIDEO, 
PROCEED THROUGH TIME V _y( ^d0 
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DEPT. COMMODORE USER/ 
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C64 
HOLLYWOOD 
PACK 


INC • 10 GAMES • JOYSTICK • DATARECORDER 


£ 144.00 



DISK DRIVES 


1541 II SLIMLINE DRIVE inc. GEOS £169.95 
CUMANA 3%" ling DRIVE AMIGA...£89.95 

1581 314” DRIVE.£199.00 

A 590 20mg AMIGA HARD DISK....E399.00 


PRINTERS 

CBM MPS 1200S. 

£224.95 

STAR LC10CBM (COLOUR). 

£25995 

STAR LC10 (CULUUR). 

.£239.95 

SEIKOSHA SP180 VC (CBM). 

.£149.95 

STAR LC24/10 P/N. 

£319.95 

CITIZEN 120D (CBM). 

£149.95 

STAR LC10 mono. 

£189.95 

STAR LC10 CBM, mono. 

.£199.95 

PANASONIC KX-P1081. 

£175.00 

PANASONIC KX-P1124. 

£299.95 

★ ALL PRINTER RIBBONS IN STOCK ★ 

MONITORS 

PHILIPS CM8833, high quality 


colour. 

£229.95 

CBM 1802, colour. 

....£139.95 

PHILIPS, mono. 

£75 00 

CBM 1901 C. colour (64/128).... 

£199.95 

TAPE AND DISK ACCESSORIES 


TURBOCORDER “BEST BUY”. 

.£24.95 

CBM “LOAD IT” RECORDER. 

£39.95 

64/128 ADAPTOR to convert 


any Recorder. 

.£19.95 

C64/128 DISC DRIVE/PRINTER 


CABLE. 

£3 99 

DISK NOTCHER. 

.£3.99 


1541 II DISK DRIVE 

• COMPATIBLE Cl 28 • C64 • 170K BYTES 
► QUIET OPERATION 



£ 169.95 ^+£75 SOFTWAREONDISK 




TURBOCORDER 


• RELIABLE 

• COUNTER 

• REWIND 

• FAST FORWARD 

• DATARECORDER 

• LOADS EACH TIME 

• RECORD CONTROL LED 

£ 24.95 


4 EXCLUSIVE A500 OFFER 

COMPRISING - COMMODORE A500. 
EXTRAS-WORK BENCH 1*3/MANUALS 

PLUS 




PLUS 

• SPRITZ PAINT 

• VERY FIRST TUTORIAL 

• NEW ZEALAND STORY 

• ROGER RABBIT 

• POWER PLAY 

• QUASAR 

• NO EXCUSE 

• NEBULUS 

• STAR RAY 

• CUSTODIAN 

• ZYNAPS 


MODULATOR FOR TV USE • MOUSE MAT 
COMMODORE SPORTS BAG. 
5 FREE TDK 3 'h" DISKS 
QUALITY 
MOUSE 


TAPE AND DISK ACCESSORIES 


25 3%” OSOD BULK DISKS.£23.95 

30 5V4" BULK DISKS.£9.95 

10 314" DSDO TDK DISKS 
(No.1 in the world - MEMCON REPORT) 

.(MRP £29.95).ONLY £14.95 

NASHUA 5'/»" DSDD (10).£7.95 

NASHUA 5 '/>" SSOD (10).£6.95 

100 5%" OSOD BULK NASHUA 

DISKS.£29.95 

LOCKABLE DISK BOX 

(holds 100 544") .£6.99 

DISK BOX PLUS 100 

544" DSDO.£34.95 

CBM 64/128 TAPE ALIGNMENT.£7.95 

KONIX NAVIGATOR.£11.95 

CHEETAH STARPROBE.£12.95 

DATEX HANDBiASTER.£8.95 

QUICKSHOT II PLUS.£7.95 


UTILITIES & MISC. 


GRAPHIC ADVENTURE 

Tape 

Disc 

CREATOR. 

£18.95 

£22.95 

MINI OFFICE II. 

£12.95 

£16.95 

TASWORD. 

£16.95 

£19.95 

TROJAN LIGHTPEN. 

REPLACEMENT 

£19.95 


AMIGA POWER SUPPLY 


£49.95 

AMIGA KEMPSTON MOUSE. 

£29.95 


ASK ABOUT OUR RANGE OF 
EDUCATIONAL SOFTWARE. 


ALL THIS FOR ONLY £ 399.00 



A 


OPTIMA 


LOMBARD 

CREDIT 

CHARGE 


LICENCED 

CREDIT 

BROKER 


MAIL ORDER 

PRICES 
OFFERED TO 
PERSONAL 
CALLERS 


Postage and Packing. 

UK Under £50 - Add £2.00 Under £100 - Add £5.00 
Over £100-Add £10.00 
Courier Delivery. 

Europe - Full price shown covers carriage. 

Non European - Add 5% Visa, Mastercharge, Postgiro 
International accepted. NOT Postbank Postcheque. 


(NORMALLY E729.34-S0 YOU SAVE £330.34) 


051-630 3013 
24 hr. CUSTOMER ENQUIRIES 
051-691 2008 MAILORDER 
051-630 5396 ACCOUNTS 
051-639 2714 FAX NUMBER 






































































































AMIGA 


odgy cover 
artwork is always 
a bad sign. I get 
the feeling that 
when a company 
knows that the product they are 
working on isn’t all that special, 
they intentionally stick unusual 
artwork on the cover to disguise it. 
Does it work? Never. 

Now, I’m no expert in this field 
of mythology, but as far as I can 
make out, Astaroth is some sort of 
supreme evil being that has to be 
destroyed. There is only one thing 
in the universe that can kill it, and 
that’s a normal mortal who is 
carrying the nine mystical talis¬ 
mans (talismen?) of Zargue. 
Astaroth knows this, and so has 
taken the nine talismen and hid- 





Pretty backgrounds do not a good game make .... 

ASTAROTH 



den them deep within her caverns. 
Lucky you have been chosen to 
get in, find the nine talismen and 
utilise their powers to kill Astaroth. 

Sounds a bit like a bad deal to 
me. You know what the worst 
thing is? You are totally unarmed. 
The only thing you are able to do 


is dodge. Unfair or what? Still, as 
you travel through the flip screen 
maze, you find the nine talismen, 
each with it’s own special power. 
One allows you to fly upward, 
another bestows upon you the 
ability to breathe fire and so on. 
Believe me, without these, you are 
not going anywhere. 

Graphically, it’s not much. The 
backdrops and enemy sprites are 
nicely drawn, but very very repeti¬ 
tive. The main sprite is a bit 
strange, and the animation is 
poor. He glitches when he walks, 
and something tells me that the 
animation cycle is about five 
frames short. The worst thing of all 
is the fact that after all this time, 
Hewson are still bringing out flip 
screen games. After seeing how 
well Stormlord worked, you’d 


have thought they might at least 
have tried it out on this. 

Astaroth is a very dull game to 
play. The element of exploration is 
there, but because of the very 
limited nature of the backdrops, 
you never really feel that you’re 
getting anywhere. The challenge 
rapidly becomes very boring too, 
being limited to only four things: 
skulls and bats that swoop about, 
and raindrops and rocks that fall 
from the roof. I can’t see anybody 
wanting to get all the way through 
this. 

Not the best game Hewson 
have ever released. Short on 
gameplay, short on graphics and 
short on variety. I’d say this game 
is lacking a little, wouldn’t you? 

Mike Pattenden 



GRAPHICS 72% O/ 

SOUND 76% MM / 

PLAYABILITY 70% M I / 

INSTABILITY 65% j| 
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WCastle 

'Software 


DEPT C.U.1 
CASTLE SOFTWARE 
2 WILLIAM CLOWES STREET 
BURSLEM 
STOKE-ON-TRENT ST6 3AP 
TEL: 0782 575043 


CAS TLE SOFTWARE — OFTEN IMITATED — NEVER BEATEN — PHONE US FOR SPECIAL OFFERS 


C64 SPECIAL OFFERS 

New Zealand Story . 7.50 

Dominator. 7.50 

Bloodwych . 7.50 

Vigulatie . 7.50 

Ace 2088 . 1.99 

Action Force . 1.99 

After Burner. 4.99 

Bangkok Nights. 2.99 

Thunderbirds . 5.99 

Starwars. 3.95 

19 boot camp . 1.99 

Microprose Soccer. 9.95 

Flying shark . 1.99 

Football director. 3.95 

Rick Dangerous . 7.50 

Gauntlet 2 . 2.99 

RType . 4.99 

Shoot ’em up construction kit 4.95 

Real Ghostbusters . 6.99 

Reel fire attack. 1.99 

Defender of the Crown. 3.99 

Denaris . 6.99 

Combat crazy . 2.99 

Mask 2. 2.99 

Spitfire 40 . 2.99 

Speed ball . 7.50 

War in Middle Earth . 7.50 

WecleMonds . 7.50 

Wonder boy. 3.99 

Super hangon. 1.99 


C64 SPECIAL OFFERS 

Black Lamp . 1.00 

Chain Reaction . 1.00 

Captain America. 1.00 

Psycho Soldier . 1.00 

ScateRock . 1.00 

Shootout. 1.00 

Sentinel. 1.00 

Lazertag . 1.00 

Magnatron . 1.00 

Frightmare . 1.00 

Dan Dare . 1.00 

Dogfight 2187 . 1.00 

Eagles. 1.00 

Hunchback 2 . 1.00 

Hysteria .. 1.00 

Franking Stien . 1.00 

Corporation . 1.00 

Centurians . 1.00 

Terremex . 1.00 

Tectris . 1.00 

Super sprint. 1.00 

Shanghigh. 1.00 

Vixen. 1.00 

Top fuel and lange . 1.00 

Sidewalk . 1.00 

Trantor. 1.00 

Sigma 7 . 1.00 

Rampage . 1.00 

Dimond. 1.00 

Desepeo . 1.00 


C64 SPECIAL OFFERS 

Knight Games. 2.99 

Night Rader . 2.99 

1942 . 2.99 

Marias Xmas Box. 2.99 

Marauder. 2.99 

Designers Pencil . 2.99 

Blood Brothers . 2.99 

Fernandez Must Die.. 2.99 

Scate Crazy . 2.99 

Summer Olympiad . 2.99 

Rolling Thunder . 2.99 

Road Wars . 2.99 

Treasure Hunt . 2.99 

Cybernoid . 2.99 

4x4 Off Road Racing . 4.99 

Ninger Masicer . 2.99 

Pack Land . 3.99 

Pack Mania. 3.99 

Karnov . 1.99 

Killed until Dead . 1.99 

Knight games 2. 1.22 

Nightmare . 1.99 

Firefly . 1.99 

B24 Bomber . 2.99 

Bismark. 3.95 

Krypton Factor. 3.95 

Dan Dare II . 1.99 

Dandy.50 

Comet Game .50 

Basket Master . 1.99 


C64 SPECIAL OFFERS 

Predator . 2.99 

ArmagedonMan . 1.99 

Annals of Rome . 6.99 

Battle for Midway. 2.99 

Biggies. 1.00 

Bedlam . 1.99 

Indiana Jones. 1.99 

Dragon Ninja. 6.99 

Enduro Racer . 1.99 

Empire Strikes Back . 3.99 

Emlyn Hughes Soccer . 7.50 

Kenny Dalgleish Soccer . 7.50 

Roy of the Rovers . 2.99 

Storm Lord. 7.50 

SourcerLord. 6.99 

Time Scanner . 5.99 

Time + Magik . 3.99 

Xybots . 7.50 

Winter Games . 1.00 

Slane .. 1 .00 

STAR GLIDER 

RRP £14.95 

WHILE STOCKS LAST ONLY 

_§y?o_ 

Donald Duck’s Playground 4.99 

Last Ninja II . 8.99 

Super Cycle . 1.99 

Up And Down . 1.99 

Sporting Classics . 2.99 


C64 SPECIAL OFFERS 
BACK IN STOCK 

CHART BUSTERS 

Ghostbusters, FA Cup 
Football, Agent x 2, Kane, LA 
Swat, Ninja Master, 
Rasputin, Olliand Lisa, 
Ricochet, Zolx, Way of the 
Exploding Fist, Dan Dare, 
Formularf Sim, Brian Jacks 
Superstar Chall, Tall Ceti, I 
Ball, Ball Patroll, Thrust, 
Harvey Headbanger, War 
Cars 

SPECIAL PRICE 4.99 
FQR ALL 20 GAMES! 


GRAND PRIX 
SELECTION 
CHAMPIONSHIP 
SPRINT, SUPER 
SPRINT, SUPER HANG 
ON 

RRP £29.95 

SPECIAL REDUCED 
PRICE £4.99 


“WE’RE AT IT AGAIN!” 

Please state 64 or Amiga in all orders. 

All orders under £6 please add 50p towards p&p. All orders over £6 p&p is free. 


NOW’S THE TIME TO BUY 


AMIGA SPECIAL OFFERS 


Running Man . 

9.99 

Three Stoges. 

. 9.99 

Portal . 

6.99 

Strike Force Harrier . 

9.99 

Out Run . 

. 7.50 

Pioneer Plague . 

. 1.99 

After Barner . 

9.99 

Real Ghostbusters . 

12.99 

Leisuresuit Larry Workbench 

1.3 . 

... 11.99 

Space quest II . 

12.99 

Shoot Em Up Con Kit ... 

... 19.95 

Power Struggle . 

6.95 

Mini Golf . 

6.99 

Maniax. 

. 3.99 

World Class L'Board .... 

. 7.50 

Zynaps . 

Virus Killer . 

4.99 
. 6.99 

Vixen . 

. 4.99 

Roger Rabbit. 

. 7.99 

Bermuna Project . 

. 5.95 

GFL Football . 

. 4.99 

Galactic Invasion . 

5.95 

Indoor Sports. 

4.99 


THE KRYSTAL 
RRP 


£29.95 

NOW ONLY 

£14.95 


AMIGA SPECIAL OFFERS 


Silent Service . 

. 17.95 

Red Heat . 

15.95 

Alien Leagon . 

15.95 

StarWars . 

9.99 

Peter Beardsley’s Sccr .. 

... 7.99 

Star Goose . 

.... 7.95 

Robbery . 

4.99 

Backlash. 

6.95 

Hell Fire Attack. 

2.99 

Time Scanner. 

11.99 

Maries Xmas Box. 

4.99 

Wicked. 

10.99 

GFL Golf . 

4.99 

Thexder . 

... 2.99 

Space Guest . 

.. 11.99 

Leather Goddesses . 

.... 6.99 

Strike force harrier. 

5.99 

Foundations Waste . 

5.95 

Romantic Encounters .... 

6.95 

Bizzmark . 

9.99 

Faerytale Adventure . 

8.95 

Firepower . 

.... 6.99 

Crapas academy. 

.... 5.95 

City Defence . 

.... 4.95 

Fourtrus . 

4.95 

Underground . 

4.95 

Sherlock .. 

.... 4.95 

Nono and birt . 

.... 6.99 

Trace . 

5.95 

Music Studio. 

.... 9.95 


AMIGA SPECIAL OFFERS 


Vindicators. 9.99 

Shanghai . 4.95 

Technocop . 6.99 

Artura . 5.99 

GFL Baseball . 6.95 

GFL Basketball . 6.95 

Ebonstar. 2.99 

IK+ . 10.99 

Shooting Star . 3.95 

R-Type. 10.99 

Slaygon. 4.95 

Dominator. 12.95 

Better Dead than Alien . 5.95 

CogansRun . 4.95 

Plundered hearts . 4.99 

DegaVu . 11.99 

Action Service . 3.99 

Tridon. 4.95 

Annals of Rome . 9.95 

Hollywood Hi Jinks . 6.99 

Soccer Supremo . 6.95 

Solitare Royale . 6.95 

GB Air Raleigh . 4.99 

King of Shergargo. 8.99 

Time Bandit . 5.95 

Academe . 6.95 

Lombard Raligh . 14.95 

New Zealand Story . 16.95 

Falcon Mission Disc . 13.95 

Pac-Mania. 7.99 


AMIGA SPECIAL OFFERS 


Pac-land . 7.99 

Afterburner . 9.99 

Teenage Queen . 9.95 

TV Sports Football . 19.95 

Lord of the Msing Sun . 20.95 

Marble madness . 7.50 

Out Run . 7.50 

World Tour Golf . 7.50 

Gunlett 2 . 16.95 

Bards Tale . 7.50 

Bards Tale 2. 16.95 

Forgotten Worlds . 14.95 

Phantom Fighter . 6.95 

Battle Tech . 15.95 

Gun Ship . 15.95 

Rick Dangerous . 15.95 

Micropro s Soccer . 15.95 

Kick Off . 13.95 

Football Manager 2 . 9.95 

Robocop . 16.95 

Bloodwych . 15.95 

Rolt . 15.95 

Legend. 13.95 


KINGS QUEST 

TRIPLE PK. 

SPECIAL OFFER PRICE 
WHILE STOCKS LAST 

£12.95 


TRIAD 

STARGLIDER, BARBARIAN 
DEFENDER OF THE CROWN 
RRP £29.95 

SALE PRICE 

£ 11.99 

PHOTO 

PAINT 

No Box! 

Just Disc & Sealed 
instructions 
RRP £79.95 
SALE PRICE 

£ 19.95 


PRECIOUS 

METAL 

Captain Blood, Arkanoid 2 
Xenon, Crazy Cars 
Sale Price 

£17.95 
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Castle Warrior at Boots’ prescription counter. 



his game looks 
good value for 
money at first 
glance, with four 
different levels, 
some of which scroll across the 
screen, others which rely on 3-D 
update. The graphics are nice and 
bright, the sprites big and the 
scenario nothing more objection¬ 
able than the usual, ‘the king is ill, 


Delphine 

Palace 

Price: £24.95 



you must collect his prescription 
from the chemists’. Of course, this 
particular trip to Boots is even 
more hazardous than visiting the 
East Ham High Street branch. 
Instead of old ladies slamming 
trolleys into you and kamakazi 
mini-cab drivers mounting the 
pavement, there are fire-breathing 
dragons, killer bats and other (bog 
standard) nasties. 

The first level is in a Space 
Harrier sort of vein, the 3-D up¬ 
date is fine but the animation 
makes castle warrior’s move¬ 
ments as convincing as those of 
Bod. As you charge down the 
corridor at an awesomely mun¬ 
dane pace, the idea is to dodge, 
avoid or just simply slash every¬ 
thing that gets in your way, this 
would be a lot more exciting, and 
a lot less frustrating if it wasn’t for 
the fact that, due to the size of the 
sprites, only a dozen or so on¬ 


screen positions are available for 
your hero. The result is he 
escapes or is hit in jerky and 
awkward fashion. 

The game then moves on to 
confront you with a beasty. Don’t 
even try to follow your instincts 
and leap forward giving the 
offending creature a flying head¬ 
butt, you’re firmly stuck to your 3D 
update. To kill the monsters, you 
have to intercept the fireballs they 
throw with your sword. Not exactly 
the stuff Indy films are made of. 

Others levels involve paddling a 
canoe through an underground 
stream, but essentially this is 
much of the same. I get the feeling 
that this is merely different 
graphics stuck over the same old 
machine code. The trouble with 
multi-games like this is well 
documented: the more games you 
get, the crappier those individual 
games tend to be. Castle Warrior 


is no exception to this, although it 
is a least well presented. There’s 
also a jumping and rushing across 
the screen stage. This is an im¬ 
provement from the constant 3D 
stuff, but it would hardly make a 
budget game on its own. Games 
manufacturers are going to have 
to come to terms with the fact that 
we’ve all seen games like these 
before. Packaging them together, 
end even doing it well doesn’t fool 
anybody. 

If you don’t have any games like 
this, Ol/Visn’t a bad buy, but you’d 
have to be pretty hard up for 
software to splash out £25 on it. 

Mark Heley 


SOUND 55% 

GRAPHICS 57% 
PLAYABILITY 53% 
LASTABIUTY 42% 


































AMIGA 


Arcade adventure that’s slick , very 
playable and challenging. 


SLEEPING 


regions you will encounter the 
Archmage’s hordes, who come in 
various shapes and sizes, from 
the average minion armed with 
pebbles, to two-headed wolves 
and rodent-man, and this is just on 
level one. Ofen these encounters 
will result in a head-to-head battle, 
with the vanquised foe leaving 
weapons or ammunition behind, 
which if collected will replenish 
your supplies. 

In addition to the obvious 
arcade elements, a distinct adven¬ 
turing element is also evident, 
albeit very simple. For example, 
one of the exits to another region 
is guarded by the aforementioned 
rodent-man. In battle he is practi¬ 
cally impossible to beat, but if you 
approach him with a chunk of 
mouldy cheese, he’s as quiet as a 
church mouse. The way the game 


GODS 
LIE 


runs also does away with having 
to type in endless streams of 
instructions, and in this particular 
example, if you are carrying the 
cheese when you approach the 
rodent, it automatically throws it to 
the rodent-man, saving a whole lot 
of hassle hunting for the correct 
phrase. In this way some of the 
depth of an adventure is included 
in the game, whilst the need for 
endless typing is done away with. 
Surprisingly perhaps, it works. 

The programming and pre¬ 
sentation of the game is very slick. 
A first person perspective view 
takes up the majority of the 
screen, within which the scrolling 
is extremely smooth and fast. 
Exteriors are a little bland, with the 
horizon and the occasional tree or 
building providing the only relief 
from the bowling green terrain. 
The figures within the landscapes 
move fast, and the solid shading 
of the figures makes the action 
much more realistic and convinc¬ 
ing. Interiors, similarly, are colour¬ 
ful, and the scrolling fast. 

Around the main screen are 
various icons which indicate 


health, the time, magic power and 
other relevant information, whilst 
under the main area is an inven¬ 
tory, which changes to a dialogue 
box should someone you encoun¬ 
ter want to talk to you rather than 
kill you. This screen layout is well 
thought out and effective, provid¬ 
ing a lot of information in a very 
clear form. 

Unfortunately, the sound is not 
up to the standard of the graphics, 
being limited to a tune at the start, 
and various spot noises through¬ 
out. I’m sure that a little more 
sound, well placed and utilised, 
could have added tremendously 
to the atmosphere of the game. 

On the playability front, the 
game doesn’t score as highly as 
the presentation. Within each re¬ 
gion, there is little to do apart from 
slog around bashing minions and 


hunting for a building or any exits 
to the next levels. Should you find 
a building, it’s simply a matter of 
entering and picking up whatever 
happens to by lying around. Initial¬ 
ly this proves a little discouraging, 
although as time goes on, you 
progress, building up weaponry 
and strength and solving puzzles. 
This begins to increase the addic¬ 
tiveness of the game, and even¬ 
tually I found the game rather 
stimulating and engaging. De¬ 
finitely a slow burner. 

An unusual game, which does 
score in marrying an arcade game 
with an adventure with pleasant 
results. It’s not going to appeal to 
every adventurer or arcadester, 
but I’m sure that it will have it’s 
devotees, and I suspect that it will 
feature in Play to Win quite prom¬ 
inently over the next few months. 

Sean Kelly 

GRAPHICS 78% 

SOUND 60% 

PLAYABILITY 80% 
LASTABILITY 85% 


he old gods of 
Tessera have 
been deposed, 
and the evil 
Archmage has 
taken control, imposing his own 
despotic regime. The only chance 
Tessera has to regain a sense of 
calm is to revive the last remaining 
free god from his ice-tomb in the 
farthest Coratinian State. By an 
extraordinary chance, this fateful 
mission has literally fallen at your 
door, and so with four shuriken, a 
handful of pebbles and an ear¬ 
thenware bowl, you begin your 
journey of discovery. 

The quest will take you through 
the eight kingdoms, each with 
various geographically distinct re¬ 
gions. Passage from one region to 
another is via doorways, some¬ 
times open, whilst sometimes 
guarded or hidden. Within the 
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G-TEN LIMITED 

THE MAIL ORDER SOFTWARE HOUSE 


COMMODORE 64/128 

Tape 

Disc 

COMMODORE 64/128 

Tape 

Disc 

AARGH 

7.75 

11.90 

HIJACK 

7.90 

11.90 

ACTION FIGHTER 

7.75 

11.90 

HOSTAGES 

7.75 

11.90 

APB 

7.75 

10.80 

INDIANA JONES -t- LAST CRUSADE 

7.75 

11.90 

AFTERBURNER 

7.90 

11.90 

I.S.S. 

7.90 

11.90 

AMERICAN INDOOR SOCCER 

7.90 

11.90 

LAST NINJA II 

10.50 

11.90 

BARBARIAN II 

7.90 

11.90 

LICENCE TO KILL 

7.75 

10.50 

BATMAN 

7.90 

11.90 

MINI GOLF 

7.90 

11.90 

BLOODWYCH 

6.75 

10.50 

MRHELI 

7.75 

11.90 

CITADEL 

7.75 

11.90 

NIGHT RAIDER 

7.90 

11.90 

COMBAT SCHOOL 

6.75 

10.50 

OUTRUN 

7.90 

9.75 

CYBERNOID II 

7.90 


PLATOON 

7.90 

11.90 

DOMINATOR 

7.90 

11.90 

PHOBIA 

6.75 

10.50 

DARK FUSION 

7.90 

11.90 

R0B0C0P 

7.90 

11.90 

EPYX EPICS 

7.90 

11.90 

RED HEAT 

7.90 

11.90 

FORGOTTEN WORLDS 

7.90 

11.90 

SPECIAL ACTION 

10.50 

15.50 

FINAL ASSAULT 

7.90 

11.90 

THUNDERBIRDS 

10.50 

15.50 

G.l. HERO 

7.90 

10.50 

ULTIMA IV 

■ _ 

16.50 

HEROS OF THE LANCE 

7.90 

11.90 

WEIRD DREAMS 

7.75 

11.90 




XYBOTS 

7.75 

11.90 


AMIGA 

PRICE 

POWERDOME 

18.50 

FED OF FREE RADERS 

22.50 

THE LEGEND OF DJEL 

18.50 

LORDS OF THE RISING SUN 

22.50 

PHOBIA 

18.80 

MICROPOSE SOCCER 

18.50 

F.16 COMBAT PILOT 

18.50 

INDIANA JONES + THE LAST CRUSADE 

16.50 

BLANK MEDIA (CARRIAGE INC.) 

BOX OF TENS 

PRICE 

5.25" DS DD 487PI (UNBRANDED) 

5.50 

DSHD 

9.00 

3.50" DSDD 135TPI (UNBRANDED) 

9.00 

3.50" DSHD (UNBRANDED) 

22.50 

PERIFERALS (add 7Sp PAP) 

QUICKSHOT 2 

PRICE 

5.50 

QUICKSHOT 2 PLUS 

6.50 

QUICKSHOT 2 TURBO 

7.50 

DUST COVER C64C 

3.50 

DUST COVER AMIGA (SPECIAL) 

4.50 


Specify Computer. Please allow 14-28 days delivery strictly mail order. Postal Orders or Access 
Credit Card Orders. Despatched within 48 hrs. Subject to availability. 

Postage & Packing inclusive UK/BFPO/EC. Elsewhere add £3.000 p/item P&P. Make cheques or 
postal orders (sterling only) Payable to: G-Ten Ltd. 

How to order: Post to: G-Ten Limited, Dept CU02, Freepost (no stamp needed UK/BFPO) 5A Sunny 
Side Terrace, Edgware Road, London NW9 9YP 
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BUY TWO GAMES GET 1 FREE MYSTERY GAME 


MEGASAVE FANTASTIC 

SAVINGS 1 

COMMODORE 64 

OPERATION WOLF 

D3 6.25 

ANGEL OF DEATH 

15.90 

NEW ZEALAND STORY 

16.90 

1 3D POOL 


D3 6.65 

OUTRUN 

D1 6.45 

A.P.B. 

13.90 

OPERATION WOLF 

14.95 

1 AFTERBURNER 


D1 6.95 

OUTRUN EUROPA 

D1 6.95 

ARCHIPELAGOS 

14.90 

OUTRUN EUROPA 

10.50 

1 ALTERED BEAST 

D3 6.90 

OVERRUN disk 

16.90 

ASTAROTH 

15.90 

PAC LAND 

12.90 

I AM . ICE HOCKEY 

D1 6.90 

PACMANIA 

D3 6.45 

BAL. OF POWER 1990 

1490 

PACMANIA 

12.90 

1 AM. INDOOR SOCCER D3 6.90 

PASSING SHOT 

D2 6.45 

BARBARIAN II 

16.90 

PASSING SHOT 

15.90 

1 ANY (HIT SQUAD] 

1 ANY CLASSICS DISK) 

2.90 

PHOBIA 

D2 6.90 

BATTLEHAWKS1942 

16.90 

PERSONAL NIGHTMARE 

14.90 

6.50 

POOL OF RAD. disk only 16.95 

BATMAN (movie) 

BEACH VOLLEY 

16.90 

PHOBIA 

16.90 

1 A.P.6. 


D2 6.90 

R-TYPE 

D3 6.45 

16.90 

POLICE QUEST II 

15.90 

I ARCADE MUSCLE 

D1 9.25 

RAINBOW ISLAND 

D3 6.90 

BEAST 

15.90 

POOL OF RADIANCE 

16.95 

1 BAAL 


D1 6.90 

RAINBOW WARRIOR 

D3 6.90 

BLASTEROIDS 

14.90 

POPULUS 

16.90 

1 BARBARIAN II 


D2 6.45 

REALG’BUSTERS 

D1 6.95 

BLOOD MONEY 

15.90 

POPULOUS (Promise 


1 BATMAN (THE MOVIE) D1 6.95 

1 BATTLES NAPOLEON dk 16.90 

RED HEAT 

6.65 

BLOODWYCH 

13.90 

Land) 

7.40 

RENEGADE III 

6.65 

BOMBER 

13.90 

POWERDROME 

16.95 

I BEACH VOLLEY 

D1 6.90 

RETURN OFJEDI 

D2 6.45 

BUFFALO BILL 

15.90 

PRECIOUS METAL 

16.90 

1 BLASTEROIDS 


D2 6.65 

RICK DANGEROUS 

D3 6.90 

CALIFORNIAN GAMES 

16.90 

PREMIER COLLECTION 

19.90 

I BLOODWYCH 


D2 6.90 

RINGSIDE 

D3 6.90 

CAME FROM DESSERT 

19.90 

QUARTZ 

15.90 

1 CAPTAIN BLOOD 

D3 6.45 

ROCKET RANGER (DISK) 12.95 
RUN THE GAUNTLET D3 6.65 

CARRIER COMMAND 

14.95 

R-TYPE 

16.50 

1 CAPTAIN FIZZ 


D2 6.90 

CASTLE WARRIOR 

15.90 

RAINBOW ISLAND 

15.90 

1 CARRIER COMMAND 

D5 9.95 

RUNNING MAN 

D3 6.65 

CHARIOTS WRATH 

15.90 

RAINBOW WARRIOR 

15.90 

1 CHAMP GOLF (D+H) 

6.90 

S.D.I. 

D1 6.95 

CONFLICT EUROPE 

15.90 

REALGHOSTBUSTERS 

16.90 

1 CHICAGO 30 s 


D3 6.95 

SHINOBI 

6.90 

DATA STORM 

1-6.90 

RED HEAT 

16.90 

I CITADEL 


D3 6.90 

SILKWORM 

D3 6.90 

DENARIS 

16.90 

RED LIGHTENING 

20.90 

I CONT’NTAL CIRCUS 

D3 6.90 

SKATEBALL 

6.95 

DOMINATOR 

12.90 

RETURN OFTHEJEDI 

13.90 

1 CRAZY CARS II 


D3 6.65 

SOCCER SPECTACULAR 8.90 

DOUBLE DRAGON 

13.90 

RICK DANGEROUS 

15.90 

1 CUREAZUREBONDdisk 16.90 

SONS OF LIBERTY disk 16.90 

DRAGON NINJA 

15.90 

RINGSIDE 

14.90 

1 CYBERNOID II 


D1 6.95 

SPACE ACE 

D6 9.95 

DUNGEON MASTER 

15.90 

ROAD BLASTER 

13.50 

1 DEMOND WINTER Disk 13.90 

SPEEDBALL 

D2 6.25 

DYNAMITE DUX 

17.50 

ROBOCOP 

16.90 

1 DENARIS 


D1 6.95 

SPECIAL ACTION 

D5 9.50 

ELITE 

15.90 

ROCKET RANGER 

19.99 

I DOMINATOR 


D3 6.90 

SPHERICAL 

D2 6.95 

F16 COMBAT FIGHTER 

14.90 

RUN THE GAUNTLET 

15.90 

1 DOUBLE DRAGON 

D3 6.45 

STAR WARS 

D3 6.45 

FALCON F16 

19.90 

RUNNING MAN 

16.90 

1 DRAGON NINJA 

D3 6.75 

STAR WARS TRILOGY D5 9.90 

FALCON MISSION DISK 

13.90 

R.V.F. HONDA 

15.90 

1 EMLYN HUGHS 

D2 6.45 

STARRAY 

D3 6.95 

FALLEN ANGEL 

12.90 

S.D.I. 

16.90 

I EMP. STRIKES BACK 

D3 6.45 

STEALTH FIGHTER 

D6 9.95 

FANTAVISION 

29.90 

SHINOBI 

13.90 

I F16 COMBAT PILOT 

D6 9.95 

STEIGAR 

D1 6.90 

FAST BRAKE 

16.90 

SHOOT'EM UP KIT 

19.90 

1 FALLEN ANGEL 


D3 6.90 

STORM ACROSS EUROPE 

FED. OF FREE TRADING 

19.95 

SILKWORM 

14.90 

1 1st OVER GERMANY disk 16.90 

disk 

16.90 

FERRARI FORMULA ONE 17.50 

SLEEPING GODS LIE 

14.90 

1 FOOTBALL DIRECTOR 

6.00 

STORMLORD 

D3 6.65 

FOOTBALL DIRECTOR II 

12.90 

SOCCER (Ocean) 

SPACE HARRIER II 

16.90 

1 FOOTBALLMAN.il 

D3 6.45 

STUNT CAR 

D3 6.90 

FOOTBALL MANAGER II 

13.50 

16.90 

I FOOTMAN. IIexp. kit 

D4 5.45 

S’PER SCR’MBLE SIM D3 6.90 

FOOTBALL MAN. II exp. 

8.95 

SPEEDBALL 

14.95 

1 FORGOTTEN WORLDS D1 7.25 

SUPERTRUX 

D4 6.90 

FORGOTTEN WORLD 

13.90 

SPHERICAL 

12.90 

1 GARFIELD/WINTER 

D3 6.90 

SUPREME CHAL. 

D6 8.95 

GARFIELD WINTER 

12.90 

STAR GLIDER II 

14.95 

1 GEMINI WINGS 

D3 6.90 

TAITO’S HITS 

D6 8.95 

GAUNTLET II 

16.90 

STAR WARS TRILOGY 

16.90 

I GRAND PRIX CIRCUIT D1 7.40 

TANK ATTACK 

D3 8.95 

GEMINI WINGS 

13.90 

STEVE DAVIS SNOOKER 

12.90 

1 H.A.T.E. 


D3 6.95 

TEST DRIVE II 

D6 6.95 

GRAND PRIX CIRCUIT 

17.50 

STIGER 

13.90 

I HEATWAVE 


D5 9.90 

THUNDERBIRDS 

D3 8.90 

H.A.T.E. 

13.50 

STORM TROOPER 

14.90 

1 HERO'S OF THE LANCE D1 7.20 

THUNDERBLADE 

D1 6.95 

HAWKEYE 

12.90 

STUNT CAR RACER 

15.90 

1 HIGH STEEL 


D3 6.90 

TIME SCANNER 

D1 7.20 

HEROES OF LANCE 

16.95 

SUPER HANG ON 

14.90 

1 HILLSFAR disk 


13.90 

TITAN 

D3 6.65 

HIGH STEEL 

13.90 

SUPER SCRAMBLE 

12.90 

I H.K.M. 


D1 6.95 

TOM AND JERRY 

D3 6.90 

HOSTAGE 

14.95 

SUPER WONDER BOY 

17.50 

I HOSTAGES 


D3 6.50 

TOTAL ECLIPSE 

D3 6.45 

INDIANA JONES II 

13.90 

TARGHAN 

14.90 

1 INDIANA JONES II 

D1 6.20 

TRACK SUIT MANAGER 6.45 

INGRIDS BACK 

16.90 

TEST DRIVE 2 

16.90 

I INNER SPACER 

D3 6.90 

TYPHOON STEEL disk 

16.90 

JAWS 

13.90 

THE CHAMP 

12.90 

1 JAWS 


D3 6.90 

ULTIMATE GOLF 

D3 6.95 

JOAN OF ARC 

15.95 

THUNDERBIRDS 

15.90 

1 JOUR. CENT. EARTH 

D1 7.25 

VIGILANTE 

D1 6.95 

JOURNEY CENT. EARTH 

13.50 

THUNDERBLADE 

15.90 

1 K. D’GLISH SC MAN. 

D2 6.65 

VINDICATORS 

D2 6.65 

K. D’GLISH SOC. MAN. 

12.90 

TIME SCANNER 

16.90 

1 KICKOFF 


D3 6.65 

WAR MID EARTH 

D6 6.95 

KICKOFF 

12.90 

TOTAL ECLIPSE 

15.90 

I LANCELOT 


D1 9.95 

WARLOCKS QUEST 

D3 6.95 

KINGDOM ENGLAND 

15.90 

TRACKSUIT MANAGER 

12.90 

I LAST NINJA II 


D1 8.95 

WEC LE MANS 

D3 6.45 

KULT 

15.90 

ULTIMATE GOLF 

13.95 

I LED STORM 


D1 6.95 

WEIRD DREAMS 

D3 6.90 

LAST NINJA II 

16.90 

UNTOUCHABLES 

16.90 

1 LEONARDO 


D3 6.90 

XENON 

D3 6.90 

LEISURE SUIT LARRY II 

15.90 

VIGILANTE 

10.50 

1 LICENCE TO KILL 

D3 6.90 

XENOPHOBE 

D3 6.90 

LEONARDO 

12.90 

VOYAGER 

15.90 

I MAYDAY SQUAD 

D3 6.65 

XYBOTS 

D3 6.90 

LICENCE TO KILL 

13.90 

WAR IN MID. EARTH 

14.90 

1 MENACE 


D1 6.90 

ZAK MAKRAHKEN disk 10.60 

LOMBARD RALLEY 

14.95 

WATERLOO 

16.90 

1 MICROPROSE SOC. 

D5 9.95 

ZAPPSIZZLERS 

D1 9.95 

LORDS OF RISING SUN 

19.90 

WEIRD DREAMS 

15.90 

I MONSTER SLAM 

I MRHELI 

D2 6.90 
D2 6.90 

AMIGA 


M.BEACON Teach Typing 22.90 
MICROPROSE SOCCER 14 90 

WELLINGT’N W’TERLOO 15.90 1 
WICKED 16.90 1 

1 NAVY MOVES 


6.90 

3D POOL 

12.90 

MILLENIUM 2.2 

15.90 

XENON II 

15.90 

1 NEW ZEALAND STORY 6.60 

ACTION FIGHTER 

15.90 

MONSTER SLAM 

13.90 

XENOPHOBE 

15.90 

I OCEAN COMPILATION D5 8.95 

AFTERBURNER 

15.90 

MRHELI 

15.90 

XYBOTS 

13.90 




Please note, new products will be sent on day of release 



Mail Order Only. Postage included Great Britain. Add 75p per item EEC. Overseas add £1.50 per item. 

Fast service, send cheque/PO to: Megasave, Dept CU, 49H Sutherland Street, Victoria, London SW1 V4JX 


ll ! 


Please send for free list of new releases on Amstrad, Atari ST ' 



i Hiriiya, Lummuuure, opecirum ana +J ana r.u siaie wwcn usi. ruiure League no. ' 
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Disk: 01 @ £10.95, D2 @ £8.75 D3 @ £9.95 04 @ £7.95 05 @ £13.95, 06 @ 12.45 
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his game has to 
go down in his¬ 
tory as being one 
of the most 
popular coin-op 
conversions, as well as being one 
of the longest awaited Amiga titles 
ever. Except perhaps for Starglid- 
er III. 

But what is it exactly that 
thousands of Amiga owners, 
young and old have been crying 
out for? In time honoured tradition 
we present — The Plot! You are 
Sammy Cycle, a young lad with 
not a lot to do in the morning 
before he goes to school, and so 
gets himself a paper round, de¬ 
livering copies of the Daily Sun 
(the world’s most throwable news¬ 
paper) to selected residents in 
one of three streets. At the end of 
each morning, he can unwind with 
a swift cycle through an assault 
course. Make it through a week, 
and you’ve finished the game. 

Sounds simple enough? Then 


Elite 

Price 



£19.99 
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SCREEN 

SCENE 


If your 




allow me to complicate things. 
First of all, the most important 
thing you have to remember when 
cycling along your route is not to 
go for bonus points, but to deliver 
the newspapers to the correct 
houses. Any house that doesn’t 
get a paper automatically cancels 
the next day. Run out of subscri¬ 
bers and you don’t have a round 
anymore. However, should you be 
really lovely and deliver to all the 
appropriate houses on your route, 
the next day you’ll be rewarded 
with extra subscribers. 

So far we’ve learnt that you can 
lose your job through running out 
of customers. How else can you 
make the mystical message 
GAME OVER flash up. Well, you 
could always run out of lives. How 
do you lose a life? Simple. If you 
crash your bike, you lose a life. 
And the only way to crash your 
bike is to run into an obstacle. This 
can be anything from a wall, a 
manhole or a house, right through 
to small children playing with re¬ 
mote control cars and yapping 
little puppies who know no better 
than to run into the path of an 
oncoming cycle. 

Windows and gravestones (!?!) 
can be smashed and customers 
can be satisfied. All this from just 
one little segment of a tree. But be 
warned, it takes a good judge of 
distance and speed to aim the 
newspaper perfectly, so you might 
need practice. 

So how does it stand up as a 


wheel hits 
the kerb — 
wallop — 
you’re down. 

conversion? Remarkably well. 
Graphically, it’s very close to it’s 
arcade counterpart, it’s all there, 
right down to the VW Beetles. I’m 
not too sure about the collision 
detection, however. In some 
places it’s over generous and in 
others it’s too stingy. The houses 
and extra bundles of newspapers 
are very easy to avoid. Indeed at 
times it looks like you’re going 
through them and getting away 


with it. Enemy obstacles on the 
other hand, are very hard to get 
past. You have to give them a very 
wide berth indeed. 

The sound is perfect, almost 
identical to the arcade, right down 
to the identical voices used in the 
identical in game tune. 

Paperboy is worth worth the 
wait. It’s a shame they couldn’t 
provide handlebars with the disk. 

Tony Dillon 


SOUND 80% 
GRAPHICS 81% 
PLAYABILITY 78% 
INSTABILITY 84% 





























Prizes come toyQ 05 
courtesy of Freewhttl, 
one of the UK’s mom 
swanky and a m 

comprehensive mJ-^f 
order cycle cataloigugB $ 
Freewheel also owns a 
chain of stores up and 
down the domain and 
they’re really quite ’triffic 
as well... 


Top left to bottom right: Agu 
shoes; Ridgeback top (plus 
there’s shorts, not pictured); 
Kinco mitts; Blackburn bottle; 
Giro crash hat. 


m i 


Hii 




joee*®** 


aperboys are using them, couriers are using them... we all know just 
now massively fashionable mountain bikes have become, but did you know 
just how utterly useful they are, too? The come complete with — 

a) huge wheels and monster-sized gears to help you bomb up hills 

b) sturdy frames that can cope more effectively with potholes 

lta°a r * Ce a * * eas * one a *>ove doesn’t have one, ’cos we’re giving 

All you have to do to win one of Ridgeback’s mightly bikes is to answer these 
three from the CU quizmaster. First correct answer out of the bag wins not onlv 
the mountain bike but all this gear to go with it. Ready for the gold run? 

1) In which famous Latin American city is the sugarloaf mountain? 

2) Freewheel means to coast along; it’s also the name of a catalogue and a part 
of a bike. Which part? 

3) Way before the mountain bike, cyclists rode the penny farthing. Why was it 
given its name? 

Answers on a postcard, no later than 22nd September, to CU Bike Compo, 
Priory Court, 30-32 Farringdon Lane, London EC1R 3AU. Please let us know 
your age and the frame size of the bike if you win. You can estimate the frame 
size taking your inside leg measurement, or by getting somebody else to do it 
for your (oer!) and then subtracting a dozen inches. 

















































WIN WITH 

COURSEMASTER 






THE COMPUTER HORSERACING PROGRAMME 

★ RATES ANY RACE IN SECONDS —ANY DAILY NEWSPAPER IS ALL YOU NEED 

★ NEVER out of date — Both N. Hunt and Flat — Fast data entry 

★ AMAZING ACCURACY!! — Now you CAN BEAT THE BOOKIE 11 

★ Works on the simple principle FAST HORSES BEAT SLOW ONES 111 

★ Clearly identifies best selection in every race plus these AMAZING features:— 

★ First, Second and Third choice shown for Tricasts etc. 

Recommends most suitable type of bet. 

★ Actually works out your WINNINGS on most popular bets including SINGLES and DOUBLES 

w a v. PATENTS, YANKEES, CANADIANS, HEINZ etc. Good EACH WAY and ' 
LONG ODDS bets clearly shown. 

★ Will PRINT out your BETTING SLIP for you 

★ Maintains a BANK ACCOUNT— BET like PROFESSIONALS do! Records all your bets in any 
number of accounts. Keep a complete record of your betting or compare COURSEMASTER 
against your favourite tipster. 

★ PL V S!! THE AMAZING COU RSEMASTER SYSTEM — This superb betting system is included 
in the programme. A system which regularly produces huge wins from small stakes. Try it' can 
pay for itself many times over on the first day! 

★ Supplied with 20 page BETTING GUIDE and MANUAL 

FREE HOT TIP OF THE MONTH SENT TO EVERY PURCHASER 
Supplied on TAPE at £14.95 for:- Supplied on DISC at £16.95 for:— 

Al 'Sp ec trums, Commodore 64/128, Amstrad AllSpectrums, Commodore 64/128, Amstrad 
CPC s, BBC & Electron. Also available for CPC's, Amstrad PCW's, BBC & Electron, 

Sinclair QL on Microdrive at £15.95. IBM/PC compatibles, All Amstrad PC's etc 

___, Please state machine and disc size 

INTRASET LTD (Dept CU), FREEPOST (No stamp needed), 6 Gilderdale Close, Gorse Covert, 
_ Birchwood, Warrington, Cheshire, WA3 2BR, Or large SAE for further details 


New Zealand IVTa.il Order 


SOFTWARE SOURCE 

Dept. SC, PO Box 6835, Brookfield, Tauranga, New Zealand Phone: (75) 69853 

Leading suppliers of Amiga, Amstrad, Commodore 64/128 and IBM 
software and accessories 

Send for our free catalogue (please state computer) covering: 

★ ★ Entertainment ★ ★ 
Utilities/Business ★★ 

Ref. Books/Disks ★★ 

★ ★ Accessories ★★ 

★ ★ Joysticks ★★ 

★★ Printers/Hardware ★★ 

Separate price list and brochures available for our range of printers. 

★ ★★ Lowest Prices Largest Range ★★★ 
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YOUR ONE STOP SHOP 

MORE SOFTWARE THAN YOU CAN HANDLE! 
MORE HARDWARE THAN YOU CAN USE! 


AMIGA A500 


inc. FREE Modulator 

PLUS:- Workbench 1.3, Amiga Extras 1.3, Amiga 
Basic 1.2, Amiga "The Very First", Mouse Controller, 
Amegas, Art of Chess, Buggy Boy, Wizball, 
Terror Pods, Insanity Flight, Ikari Warriors, 
Barbarian, Thundercats, Mercenary Compendium, 
INDIVIDUALLY WORTH £643.49 


ONLY £399 


OR £17* MONTHLY 


AMIGA HARO 
DISC A590 
20mb DRIVE 

Now Available 

Only £399.00 


‘Subject to Status 


7 / 


Paint Program 

(Photon Paint or Sprite) 

when you buy an 
AMIGA 2nd Drive with 
switch & through-port 

OUR PRICE 

ONLY £99.99 


STAR LC10 

inc FREE cable 
Unbeatable VALUE 

ONLY £169.99 


Commodore 1230 Printer. (NLQ) 

Centronics & C64 Interface as standard, 
inc FREE cable ONLY £149.99 


OCEANIC 
DISK DRIVE 

C64 Compatible 

Plus FREE 

First World 
Logo 

Intro to Basic II 
Spirit of the Stones 
Assembler/Monitor 64 
Programmers Utilities 
Zork III 

Dragonworld 

ONLY 


WHY PAY MORE? 

We may not be the very cheapest. 
But when it's down to service, 
selection and advice... 

WE CAN'T BE 
BEATEN 

Visit us soon and find out why so 
many wouldn't go elsewhere 


£129 


MAIL ORDER:- 
ADVICE HOTLINE 
( 0782)268620 
for FAST & FRIENDLY SERVICE 



SEND S.A.E. FOR CATALOGUE 


STOKE-ON-TRENT 

11 Market Square Arcade, Hanley 
Stoke-on-Trent 

Manager: Wayne Tel: 0782 268620 
Open 6 Days 


ST HELENS 

27 Baldwin Street, St Helens 
Manager: Adrian 
Tel: 0744 27941 
Closed Thursday 




SHEFFIELD 

6 Waingate. Sheffield 
Manager: Tony 
Tel: 0742 721906 
Closed Thursday 


STOCKPORT 

6 Mealhouse Brow, 

(Off Little Underbank).' Stockport 
Manager: Pay 
Tel: 061 480 2693 
Closed Thursday 
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S.D.C. 60 Boston Road, London, W7 3TR 

Other branches at 309 Goldhawk Road, London W12 8EZ 
18 Market Square, Leighton Buzzard, Beds. 

Units 33/34 Rumford Shopping Hall, Romford 


[eNQUM ,ES 

■tr 015677621 


PRICE PROMISE 

If you wish to purchase any product from our list and find that you can buy 
the same product cheaper from another mail order company, simply 
enclose the lower amount, stating the name of the other company and 
where you saw the advert. (It must be the current issue). Price Promise 
does not apply to other companies "Special Offers ". 


/ ^ buyby 
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CBM64 

RRP 

PRICE 

OUR 

PRICE 

ACTION FIGHTER 

9.99 

6.99 

AFTERBURNER 

9.99 

7.50 

A.P.B. 

9.99 

6.99 

BARBARIAN II 

9.99 

6.99 

BATMAN 

9.99 

5.99 

BATMAN THE MOVIE 

9.99 

6.50 

BEACH VOLLEY 

9.99 

6.50 

BLOODWYCH 

9.99 

6.99 

CARRIER COMMAND 

14.95 

10.99 

CITADEL 

9.99 

7.50 

DOUBLE DRAGON 

9.99 

6.99 

DRAGON NINJA 

9.99 

6.50 

EMLYN HUGHES INT. SOCCER 

9.99 

6.99 

FOOTBALL DIRECTOR 

9.99 

6.99 

FOOTBALL MANAGER II 

9.99 

6.99 

FOOTBALL MANAGER II EXPAN. KIT 

7.99 

5.99 

FORGOTTEN WORLDS 

9.99 

7.50 

GARY LINEKER HOT SHOTS 

9.99 

7.50 

GUNSHIP 

14.99 

10.99 

HOSTAGES 

9.99 

6.99 

INDIANA JONES + LAST CRUSADE 

9.99 

7.50 

JOURNEY TO CENTRE OF EARTH 

9.99 

7.50 

KENNY DALGLISH SOCCER MANAGER 

9.95 

6.99 

KICK OFF 

9.99 

6.99 

LAST NINJA II 

12.99 

6.99 

LICENCE TO KILL 

9.99 

6.99 

MICROPROSE SOCCER 

14.99 

10.99 

NAVY MOVES 

9.99 

7.50 

NEW ZEALAND STORY 

9.99 

6.50 

OPERATION NEPTUNE 

9.99 

6.99 

OPERATION WOLF 

9.99 

6.50 

PACMANIA 

9.99 

6.99 

PRO SOCCER SIMULATOR 

9.95 

6.99 

R-TYPE 

9.99 

6.99 

RAINBOW ISLAND 

9.99 

6.99 

REAL GHOSTBUSTERS 

9.99 

7.50 

RED HEAT 

9.99 

6.50 

RENEGADE III 

9.99 

6.50 

RICK DANGEROUS 

9.99 

6.99 

ROBO COP 

9.99 

6.50 

RUN THE GAUNTLET 

9.99 

6.99 

RUNNING MAN 

9.95 

6.99 

SKATEBALL 

9.99 

7.50 

SPEEDBALL 

9.99 

6.99 

STAR TREK 

9.99 

6.99 

STORMLORD 

9.99 

6.99 

STUNT CARS 

14.99 

10.99 

TIME SCANNER 

9.99 

7.50 

TRACKSUIT MANAGER 

9.95 

6.99 

VINDICATORS 

9.99 

6.99 

WAR IN MIDDLE EARTH 

9.99 

6.99 

WEC LE MANS 

9.99 

6.50 

WEIRD DREAMS 

14.99 

10.99 

XENOPHOBE 

9.99 

6.99 

XENON 

9.99 

6.99 

XYBOTS 

9.99 

6.99 

ZAK McKRAKEN 

9.95 

7.50 

SPECIAL OFFERS 

ACTION SERVICE 

9.99 

3.99 

ARENA 

7.99 

0.50 

ARKANOID II 

8.99 

4.99 

BARBARIAN 

9.99 

4.99 

BIONIC COMMANDO 

9.99 

5.99 

CAPTAIN BLOOD 

9.99 

2.99 

CYBERNOID 

8.95 

3.99 

DARE DEVIL DENNIS 

7.99 

0.75 

EMPIRE STRIKES BACK 

9.99 

3.99 

FIRE FLY 

8.99 

3.99 

FOOTBALL DIRECTOR 

8.95 

1.99 

FOUR SOCCER SIMULATOR 

9.99 

4.99 

GRYZOR 

8.99 

3.99 

IMPHOTEP + HEAD CLEANER 

9.99 

0.70 

JAIL BREAK 

8.99 

1.99 

KENSINGTON 

9.99 

0.99 

L.C.P. 

9.99 

0.70 

LAUREL & HARDY 

8.95 

0.75 

LORDS OF MIDNIGHT 

9.99 

0.99 

MATCH DAY II 

9.99 

4.99 

MINI OFFICE 

9.99 

3.99 

RECORDS FILE (Football Director) 

7.99 

1.99 

RENEGADE 

8.99 

3.99 

RETURN OF THE JEDI 

9.99 

4.99 

SPITTING IMAGES 

9.99 

2.99 

SPLIT PERSONALITIES 

8.99 

1.99 

SOLDIER OF LIGHT 

9.99 

3.99 

STAR WARS 

9.99 

3.99 

VIEW TO A KILL 

2.99 

2.99 

VINDICATOR 

8.99 

3.99 

WIZBALL 

8.99 

3.99 

ZIM SAL BIM 

9.99 

0.99 
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SOCCER SPECTACULAR 
only £8.99 

World champions + Peter Shilton + 
Hand Ball Maradonna + Football 
Manager + Peter Beardsleys Int 
Soccer + Soccer Supremo. 

STORY SO FAR! 
only £15-99 

Beyond Ice Palace + Ikari Warrior 
+ Buggy Boy + Battleships 

COMPUTER CLASSICS 
only £3.99 

Zynaps + Dynamite Dan + 

Aliens (US) + Cauldron + Into 
the Eagles Nest 

PRECIOUS METAL 
only £13.99 

Captain Blood + Xenon + 

Crazy Cars + 

Arkanoid II 

FIVE STAR III 
only £4.99 

Trapdoor + Uridium + 

Tau Ceti + Firelord + 

S.F. Harrier + Aliens (US) + 

Way of Exploding Fist 

HIT DISK II 
only £15.99 

Time Bandits + Major Motion 
+ Leather Neck + 
Tanglewood 

BEST OF ELITE 1 
only £4.99 

Bomb Jack + Airwolf + 

Frank Bruno’s Boxing + 
Commando 

COMPUTER HITS TWO 
only £9.99 

Tetris + Joe Blade + 

Golden Path + 

Black Shadow 

LIVE AMMO 
only £6.50 

Great Escape + Top Gun + 
Green Beret + Rambo + 

Army Moves 

MEGA PACK 1 
only £16.99 

Captain Blood + Backlash + 
Purple Saturn Days + 

Spider Tronic 

SUPREME CHALLENGE 
only £7.99 

Elite + Starglider + 

Sentinal + Ace II + 

Tetris 

EXCLUSIVE COLLECTION 
only £14.99 

Eliminator + Zynaps + 

Wanted + Action 

Service 

SPECIAL ACTION 
ony £8.99 

Captain Blood + S.D.I. + 
Daley’s Olympic Challenge + 
Driller + Vindicators 

PREMIER COLLECTION 
only £18.99 

Exolon + Zynaps + 
Netherworld + 

Nebulus 


1 AMIGA 

RRP 

PRICE 

OUR 1 
PRICE 

ALIEN LEGION 

24.99 

15.99 

ARCHIPELAGOS 

24.99 

15.99 

BALANCE OF POWER 1990 

24.99 

15.99 

BATMAN 

24.99 

15.99 

BATTLETECH 

24.99 

15.99 

BEACH VOLLEY 

24.99 

14.99 

BLACK CAULDRON 

24.99 

17.99 

BLOOD MONEY 

24.99 

15.99 

DARKSIDE 

24.99 

15.99 

D0MINAT0R 

19.99 

14.99 

DRAGON NINJA 

24.99 

15.99 

DUEL (Test Drive II) 

24.99 

17.99 

FI 6 COMBAT PILOT 

24.99 

15.99 

F.0.F.T 

29.99 

21.99 

GUERILLA WARS 

24.99 

15.99 

HAWKEYE 

19.99 

12.99 

KICK OFF 

19.99 

12.99 

KULT 

24.99 

17.99 

LAST DUEL 

14.99 

11.99 

LEISURE SUIT LARRY 2 

29.99 

21.99 

LICENCE TO KILL 

19.99 

12.99 

MILLENNIUM 2.2 

24.99 

17.99 

NAVY MOVES 

24.99 

17.99 

NEW ZEALAND STORY 

24.99 

15.99 

PIRATES 

24.99 

15.99 

PREDITOR 

24.99 

17.99 

RAINBOW ISLAND 

24.99 

15.99 

RED HEAT 

24.99 

15.99 

ROtfO COP 

24.99 

15.99 

RUN THE GAUNTLET 

24.99 

15.99 

RVFHONDA 

24.99 

21.99 

SHANOBI 

19.99 

12.99 

SHOGUN 

29.99 

21.99 

SKWEEK 

19.99 

12.99 

SLEEPING GODS LIE 

24.99 

15.99 

SOCCER 

24.99 

14.99 

SPACE QUEST II 

24.99 

17.99 

SPHERICAL 

19.99 

12.99 

STARS WARS TRILOGY 

24.99 

15.99 

TARGHAN 

24.99 

15.99 

THUNDERBIRDS 

24.99 

15.99 

TIMES SCANNER 

24.99 

17.99 

VOYAGER 

24.99 

15.99 

WIERD DREAMS 

24.99 

15.99 

XENON II — MEGABLAST 

24.99 

15.99 

XYBOTS 

19.99 

12.99 

SPECIAL OFFERS 

ALIEN SYNDROME 

19.99 

8.99 

ALTERNATE REALITY 

24.99 

6.99 

ACTION SERVICE 

19.99 

5.99 

BACKLASH 

19.99 

4.99 

BILLIARDS SIMULATION 

19.99 

4.99 

BIO CHALLENGE 

24.99 

13.99 

BOMBUZAL 

24.99 

9.99 

BRIAN CLOUGHS FOOTBALL 

24.99 

6.99 

CASINO ROULETTE 

19.99 

3.99 

CAPTAIN BLOOD 

24.99 

8.99 

C0LL0SSUS CHESS X 

24.99 

14.99 

CRASH GARRETT 

19.99 

3.99 

CRAZY CARS II 

24.99 

14.99 

DRILLER 

24.99 

8.99 

EMPIRE STRIKES BACK 

19.99 

8.99 

ESPIONAGE 

19.99 

4.99 

FALCON 

29.99 

18.99 

FLINTSTONES 

19.99 

5.99 

FOOTBALL MANAGER II 

24.99 

9.99 

GROWTH 

14.99 

3.99 

HEATBALL 

24.99 

7.99 

HOSTAGES 

24.99 

9.99 

H0TBALLS 

19.99 

7.99 

KING OF CHICAGO 

29.99 

9.99 

KINSTAL 

29.99 

11.99 

MANHUNTERS IN NEW YORK 

29.99 

11.99 

OPERATION NEPTUNE 

24.99 

9.99 

PACLAND 

24.99 

9.99 

PACMANIA 

24.99 

9.99 

PETER BEARDSLEYS INT. SOCCER 

19.99 

7.99 

PURPLE SATURN DAYS 

24.99 

7.99 

RETURN OF THE JEDI 

19.99 

8.99 

RISING SUN 

29.99 

18.99 

RUNNING MAN 

24.99 

14.99 

SOLDIER OF LIGHT 

19.99 

8.99 

STAR WARS 

19.99 

8.99 

SPITTING IMAGES 

19.99 

4.99 

3 STOOGES 

29.99 

8 99 

TRIVIAL PURSUITS NEW BEGINNING 

19.99 

7.99 

WANTED 

19.99 

4.99 

VINDICATORS 

19.99 

8.99 

ZYNAPS 

19.99 

5.99 
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S.D.C. ORDER FORM (C.u. September issue) 

Please send me the following titles. BLOCK capitals please! 


H 



Amount 











Total Enclosed £ 



Date. 

Name. 

Address 


Post Code • 
Tel. No. 


,L h 


Please make cheques or postal orders payable to S.D.C. 

Orders under £5 please add 50p per tape P&P; over £5 P&P is free. 

Europe please add £1 per tape. Elsewhere please add £1.50. 



























































E very four years thirty-two 
countries put aside their 
social and political differ¬ 
ences to participate in 
the International Sports 
Festival. Each country sends 
seven of it’s best and most versa¬ 


tile athletes to compete in this 
multi-sport extravaganza. 

Before you get to compete you 
have to,pick a country to repre¬ 
sent. This choice determines the 
level of play. Next you have to 
decide which athletes to include in 
your team; finally, you must 
choose who will compete in which 
sports. 

The five sports can be played in 
any order and include water polo, 
soccer, volleyball, swimming and 
4 x 400m track relay. Water polo 
takes place in the pool (surprise, 
surprise) and the object is to score 
more goals than your opponent. 
The game is divided into four 
quarters of two-and-a-half mi¬ 
nutes each. 

Soccer sees you in control of a 
squad of four players trying to 
score more goals than your oppo¬ 
nent in the two halves, each of 
which is eight minutes long. 


The object of volleyball is to 
keep the ball in the air on your 
side of the net and make it hit the 
ground on your opponent’s side. 
The first team to win two sets by 
two goals or more wins the match. 

Control in each of these three 
events is very easy, the athletes 
position themselves and all you 
have to do is tackle, pass and 
shoot. If anything it’s a little too 
easy and leaves the player with 
very little to do. 

In the swimming and the relay 
the competitors will swim or run 
flat out if you let them, but they will 
fatigue quickly. A quick tug on the 
joystick will slow your athlete 
down and a swift tap on the fire 
button will pass control to the next 
swimmer or runner. 

Graphics and sound are of quite 
a reasonable standard throughout 
and owing to the nature of the 
game are quite varied. Some nice 


animation helps to enhance the 
overall feel of the game but unfor¬ 
tunately doesn’t make up for the 
general boredom that soon sets 
in. 

Although the easy control sys¬ 
tem allows you to get straight into 
the game it elaves very little scope 
for the player to improve and you 
may find that due to this you won’t 
want to play more than a couple of 
games, let alone the ten heats that 
some events require. 

Mindscape have tried to come 
up with a twist to the old sport sim 
format with International Team 
Sports but it just hasn’t worked. 

Mark Mainwood 

SOUND 57% 

GRAPHICS 60% 

PLAYABILITY 62% 
LASTABIUTY 50% 






























AMIGA 


LEONARDO 


Y ou are Leonardo, 
the infamous Ita¬ 
lian thief, recent¬ 
ly released from 
a long stretch in 
the nick. Alas, inflation and the 
years have taken their toil. The 
little stash that you put away for 
prosperity’s sake is now almost 
completely worthless. You’ve got 
to survive somehow, but how? 

Easy, just do the only thing you’re 
good at. Get burgling . . . 

And burgle you do. Each of the 
houses is represented by a large, 
four-way scrolling area. Each area 
contains an entrance, three iden¬ 
tical valuable items, and lots of 
bricks and rocks which form a 
simple maze. The aim is to push 
things around the maze until 
you’ve got the three valuable 
items together in a straight line, 
which isn’t as easy as you might 
think. When you push something, 
it keeps moving until it hits some¬ 
thing else, which means you’ve 
got to be very careful about knock¬ 
ing things into corners. To help you overcome some cowering in fear. 

puzzles, areas of wall can be In so far as actual programming 
moved, and blocks that are in your goes, Leonardo is top hole. The 
way can be destroyed by pushing graphics are excellent, the sprite 
them. Enemies come in the form design and animation is perfect, 
of police and ghosts, both of which The scrolling is silky-smooth, and 
come in from the exit and pursue even the intro sequence is fab. 
you relentlessly around the house The sound is great too, with a 
you’re currently burgling. The only brilliant game tune and ’lots of 
way to relieve yourself for a mo- effects. But the most important 
ment or two is to hit them with a thing to include when designing a 
block. Then, just like the ghosts in game is a fun factor, and Leonar- 
Pac Man , they return to the en- do just doesn’t have one. Now 
trance and wait there for a while, don’t get me wrong, I love this sort 



of game, but I found Leonardo 
repetitive. The further I got into it, 
the more disappointed I was with 
the lack of variety. 

The programming is great but 
just a bit short on game design. 

Tony Dillon 

SOUND 79%^#^ 9/ 

GRAPHICS 80% MM/ 
PLAYABILITY 68% Ml/ 
INSTABILITY 49% fl MM / 0 


Leo’s next target. One in the eye for the Neighbourhood Watch. 
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Stones for you to smash and lolly to collect. 








































































It's time for Beach Volley - 
let's take on the world! 

Your team travels the globe from London to 
Sydney challenging all comers in the latest craze 
that’s sweeping the beaches. 

Fantastic action with variable service and play 
controls as you lob the defences, try a lightning 
reflex short smash to win back your service, jump 
block to defend your match winner. 

This is Beach Volley . . * you may even catch a tan! 


SPECTRUM AMSTRAD 


SPECTRUM COMMODORE 


Ocean Software Limited • 6 Central Street • .Man 
Telephone: 061 832 6633 -Telex: 669977 OCEANS C 
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Mindscape 
ice: £29.99 


ove over Freddy 
Kruger, here 
comes Fiendish 
Freddy, as sweet 
as a Jelly Baby 
made from Semtex. In disguise he 
is a corrupt and psychotic circus 
clown, in real life he’s a corrupt 
and psychotic property type who 
wants to tear down the big top and 


build multi-storey real estate. 

Freddy has has a killer cork, a 
hairdryer in his holster, and an 
arsenal of deadly toys straight out 
of the Merry Melody school of 
wanton destruction. The game- 
play is thin but, then again, Fien¬ 
dish Freddy’s animation is as 
good as you’d get from a Warner 
Bros cartoon. 


The circus is snowed under with 
loans and the deadline for repay¬ 
ment is midnight tonight. No dosh 
and the deeds to the site will go to 
Freddy’s chums at the Swiss 
bank. There s only one hope: to 
swell admissions and the coffers 
by staging the biggest and gran¬ 
dest big top show ever. But Fred¬ 
dy will make sure that everyone 













































How much!!! 


wants their money back — by 
running the show and bumping off 
the performers. 

And that, I’m pleased to say, is 
where the delightful animated 
sequences come in. It’s also, I’m 
sad to say, where the gameplay 
tumbles down. 

There’s little point in explaining 
the mechanics of the game. When 
you walk the tightrope you have to 
move forward but not fall off; when 
you play the human cannonball 
you have to judge distance and 
trajectory. Once you’ve worked 
this out it’s down to practise rather 
than challenge. What you are 
treated to are Freddy’s dark and 
daffy deeds. Freddy will blow the 
high diver off course (who, 
amongst over things has to land in 
a bucket in the lotus position) by 
hovering about with a huge hair 
dryer. Freddy will bung up the end 
of the human cannonball’s can¬ 
non with a monster rubber cork. 
He will stamp on your hands as 
you cling desperately to the high 
wire, and he will lure away the 
juggling seal and throw you a 
bomb. And when you fall to your 
death it’s straight out of a scene 
from Roadrunner, a tearful wave, 
bemused expression and over¬ 
head perspective. 

The opening and closing titles 
are magnificent. The former has a 


snootmobile pulling up and an 
unknown figure handing the ring¬ 
master a threatening letter. The 
latter, if Freddy is victorious, 
shows the big top being pulled 
down and high rise maisonettes 
rising in its place. The judges are 
a rum bunch of artistes who prefer 
throwing custard pies and poking 
out each others’ eyes to doing 
their job. 

The biggest pain with a game 
so packed with complex graphics 
is the amount of disk swapping 
and the loading time, which 
seems to go on for ever. This is 
almost a game I’d rather see on a 
coin-op than a home computer. 
Fiendish Freddy is something you 
will put away fairly soon after 
purchase, but will take out now 
and again to perfect your favourite 
sequence. The soundtrack is a 
variation on popular classics and 
fairground noise, but nevertheless 
it’s weedy. 

Even so, a million times sharper 
than a ‘Monty Python’ licence, 
Fiendish Freddy is a thoroughly 
nasty treat in which the bad guy 
often wins. It also marks a wel¬ 
come return for Chris Gray who 
wrote Infiltrator and Boulderdash 
for the 64. He spent two years 
doint this and it shows in the 
polish. I love it. 

Steve James 


Whoops! Mind you pop the balloons now. 


SOUND 69% 
GRAPHICS 98% 
LASTABILITY 65% 
PLAYABILITY 76% 


The judges’ verdicts may be a little eccentric. 
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THE ULTIMATE UTILITY CARTRIDGE COMES OF AGE! 


ACTION 


FOR CBM64/12 


THE ACTION REPLAY 


MK VI WILL LOAD 
A 200 BLOCK 
PROGRAM 
IN UNDER 6 
SECONDS 


■i Electronics neither condones or ; 

the reproduction of i 
Hie back up facilities of this produ 
ware such as public domain matoi 
ware where permission to make a bac 
iS illeg al to make copies, even for vour 


authorises the use of it s products for 
copyright, material, 
act are designed to reproduce onlv 
- own programs or soft 
been elearlv given, 
of copyright material. 


THE MOST POWERFUL, FRIENDLY AND FEATURE PACKED 
UTILITY CARTRIDGE EVER CONCEIVED! 






dw tgPdrder, 


|^pTt£VIEWERSSM^ 

“I’m stunned, amazed 
r and totally impressed. 
This is easily the best 
value for money 
cartridge. The Cartridge 
King!" 


WITHIN 43 HRS 


IIIPHICSSUPPORT 
UTILITIES DISK 


FAX 

0782 744292 


Slide show. View your favourite 

screens in a slide show type display. 
SLOW UP. Unique utility allows you t< 
take any part of of a picture & 'blow it 
up* to full screen. 

SPRITE EDITOR. A complete sprite 
editor helps you to create or edit sprites. 


UK ORDERS POST FREE 
EUROPE ADD £1 
OVERSEAS ADD £3 




MESSAGE MAKER. Any screen 
captured with Action Replay or created 
with a graphics package can be turned 
into a scrolling screen message with 
music. 

ONLY £9.99 
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POST 
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Send cheques/POs made 
payable to "Datel 
Electronics" 
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SCREEN 

SCENE 


Tank at 11 o’clock. 


with airborne targets, but land- 
based targets are almost impossi¬ 
ble to hit, especially if they’re firing 
back at you. 

I don’t know how much lasting 
appeal First Strike has; the game- 
play is extremely repetitive, but 


then again it’s just as much fun as 
a shoot-em-up ever was. 

Afterburner fans will probably 
love First Strike but I’d advise 
anyone else to take a good look 
before buying. 

Mark Mainwood 


SOUND 

58% 

GRAPHICS 

60% 

PLAYABILITY 

66% 

INSTABILITY 

66% 


T he air force is in trouble 
and only you can help. 
You’re the only ace pilot 
available and there are 
eight tough missions to 
be completed, pronto! 

You take to the skies in a 
desperate bid to defeat the enemy 
and secure the future of the air 
force (and more importantly your 
career). The computer flashes a 
warning, enemy fighters are 
approaching. Prepare for battle as 
three tiny black specks appear on 
the horizon, then it’s off to do 
battle. 

Before each mission starts you 
must decide what armaments to 
take. You can choose a combina¬ 
tion which includes Sidewinders, 
Mavericks, Mark 84 bombs, stan¬ 
dard cannon magazines and 
flares. 

First Strike draws heavily on 
Afterburner for inspiration. The 
action takes place over the same 
sort of landscapes and the game- 
play is almost identical, the only 
difference being that you have a 
choice of weapons. 

Graphically, First Strike is no¬ 
thing special. Enemies approach¬ 
ing the screen do not do so very 
smoothly and as they get closer 
many of them become quite 
blocky. The landscapes are a 
different matter, they are well 
defined and move extremely 
smoothly, giving a real impression 
of speed. 


All fueled up and ready to go. 


The sound is a little overpower¬ 
ing, there’s lots of it and it comes 
all at once, leaving you to try and 
decipher what you’re hearing. 

The only real problem with the 
gameplay is that the action is far 
too fast. You can just about cope 


FIRST 
















































LEVIATHAN 

Mastertronic 

Leviathan was loved by all 
when it made it's first humble 
appearance on the 64 a while 
back, and quite rightly so. You 
pilot a lone space fignter over 
a huge mile-long spacecraft, 
not completely dissimilar to 
those in that wonderful, 
fabulous, and truly amazing 
Sci-Fi series, 'Battlestar 
Galactica'. 

And from that point on it 
becomes a very basic Zaxxon 
clone, except rather than fly 
over badly drawn missile silos 
and cutesy dragons, you fly 
over gorgeous statuettes and 
through picturesaue temples. 
Silky smooth scrolling and 
animation complete the 
graphics package, which the 
playability soon matches up to. 
The gameplay level may be a 
little Tow, but that doesn't 
necessarily make it boring. If it 
does, you sure are going to 
have a lot of fun being bored. 
A classic piece of 64 gaming. 
Buy it. 

( 81 %) Cybernoid 


1 we 


, an 


BIONIC 
COMMANDO 

Amiga 
Kixx 

Well here's something w 
haven't seen in a while, < 

Amiga budget game, and what 
a good game too. What more 
could a games player ask for? 
It's playable, has good 
graphics and a soundtrack that 
has a rock guitar break! 

One thing you might be 
asking yourself is what is a 
Bionic Commando? Well, it's 
like a normal commando, in 
the way that it runs around 
firing guns and killing people. 
But unTike normal commandos, 
you have a bionic arm that 
extends to incredible lengths. 
With this arm you can hit bad 
guys, catch obiects and climb 
trees and the like by extending 
it upward and grabbing hold 
of an overhanging ledge. 

It's very fast. The only real 
problem is the scrolling. Unlike 
the lovely 64 version, the 
Amiga game uses the dreaded 
push-flip-scroll. But hey, when 
you've got a game as good as 
this one, who cares? 

( 80 %) 


Bionic Commando 

CYBERNOID 

64 

Kixx 

Hewson's mega blast comes to 
budget at last, and the 
message to all you kids who 
have't bought it yet is snap it up 
now! Hailed as being one of 
the best shoot 'em-ups of our 
— or indeed any — time, you 
play the pilot of a lone 
Cybernoid fighter craft on a 
perilous mission and fly about 
a bit and get through tnree 
levels of bullets, rockets, 
explosions and general 
mayhem. 

Unlike certain other charge 


cards, sorry, shoot-'em-ups I 
could mention, Cybernoid 
doesn't leave you stranded 
and unarmed right at the start 
of the game. No, you begin 
with fuTl, if limited, supplies of 
all five weapons available to 
you, such as bouncing bombs 
and a shield. 

The graphics are pretty 
stunning, especially for a 64, 
with detailed sprites and 
backdrops ana some pretty 
magnificent explosions. The 
sound matches well with loads 
of great spot effects and a 
blinding intro tune. Another 
fine re-release. 

( 81 %) 





















































Protector 

MONTY ON THE 
RUN 

Kixx 

Now for some reason, and I 
could never quite understand 
why, the Monty series of 
games used to get non-stop 
good reviews. I could never 
understand why because I 
always found them to be 
depressingly dull, almost 
suicidally so. But, still people 
like them, so they can't be bad. 

Monty Mole has escaped 
from prison but he's not high 
and dry yet. Before he can 
really breathe a sigh of relief 
he has to escape the country 
cross the English Channel. To 
get across the English Channel 
ne has to do two things. Firstly 
he has to find all the gold coins 
hidden about the game, and 
then he has to fine! the Channel 
— not as easy as it sounds 
since the game is designed as a 
maze. It's also riddled with 
puzzles. Each of the screens is 
filled with dozens of perilous 
traps and roaming bad guys. 
Also the gold he needs to 
collect is sometimes positioned 
in the most inaccessible places. 

Monty on the Run provides a 
classic platform challenge, but 
only if you can stand those kind 
of games. 

(64%) 


DIE ALIEN SLIME 

Virgin Mastertronic 

The idea behind this game 
seems to be to rid a space 
station owned by an invading 
alien force. This is done by 
racing hell-for-leather around 
an eight-way, scrolling floor 
plan of the station, all decked 
out in glorious metallic colours, 
killing all the aliens you come 
across. Sound familiar yet? 

Just to add a little more to 
the picture, the aliens come in 
all colours and look not totally 
unlike small piles of excrement 
— you know what I'm talking 
about? 

Alright, I'll come right and 
say it, it's just a little bit like 
Alien Syndrome, alrighty. That 
said, it's not actually a bad 
copy. Fans of the coin op 
should check it out. 

(72%) 

PROTECTOR 

Mastertronic 

At last! An original cheapo this 
month! And surprisingly 
enough, it ain't bad! 

Play solo against the 
computer, or against a friend in 
a battle across the skies in a 
daring rescue mission to free a 
group of innocent packing 
cases (?). There are two 
helicopters in the air at one 
time, and dotted about the 
wraparound scrolling scenery 
are some packing cases. Once 
you've picked them up you can 
then proceed to bomb your 
opponent's base and win the 
level. Then it's onto some 
trickier scenery. 

The scrolling is smooth, the 
sprites are well-animated but 
the controls are a little sluggish. 
It's fun. It's a cheapo! 

(72%) 


WIZBALL 

Ocean 

The perennial Nick 'Rockin' 
Kelly f ave rave and star of a 
thousand compilations has 
finally appeared on budget 
and Wiz is still bouncing as 
high as ever. 

Bring a little colour to a 
bland and dreaty world is the 
gameplan, and just like the little 
green pea with a large smiley 
mouth that he is, Wiz takes the 
message literally and sets off 
with the intent of rescuing the 
people of Boringworld from a 
monochromatic existence. 

This he does by flying 
through the many horizontal 
scrolling levels, shooting all the 
aliens and collecting both the 
special tokens they drop and 
the droplets of colour they 
leave behind. To collect the 
colour, he needs the help of a 
little friend called Catellite, who 
is just one of the many items 
you can buy when you collect 
the bonus tokens, along with 
such necessities as true vertical 
and horizontal control and 
three-way fire. 

Excellent graphics, perfect 
scrolling, groovy sound and 
classic playability make 
Wizball a must. 

(92%) 


PITSTOP 

64 

Kixx 

If I were asked to pick out an 
advertising slogan that best 
suited this game, it would 
probably have to be 
something like "the original 
and still the best". And indeed, 
since its release aeons ago, in 
my mind Pitstop 2 has yet to be 
beaten to the title of best 64 
driving game ever. 

What can only be described 
as twin player simultaneous 
Pole Position, you and a friend 
(or a computer controlled 
dummy car if you have no 
friends handy at the time) get 
to race around a selection of 
tracks against many different 
drivers and even have the 
chance to race in a 
tournament. 

The graphics are still great, 
even after all this time, me cars 
move smoothly along the road, 
the update of other cars is 
smooth and convincing and it's 
even got a little pitstop 
sequence, where you can 
change tyres and refuel. 

This was brilliant when 
released, and still is. One of 
our all time favourite games. 
(81%) 


Wizball 


Monty on the Run 













































A computer board game, a game with a very ‘clever’ title, and a 
superb 8 bit release make it into this month’s Update. 


THE NEW 
ZEALAND STORY 

Ocean 

64 

It would be quite gratifying to 
tell you that The New Zealand 
Story isn’t very good after 
Ocean announced on the 
game’s 64 packaging that 
we’d given it a screen star 
before we’d even seen it. 

So it’s almost with sadness 
that we have to admit that it is 
indeed worth a screen star for 
its quality — something which 
should come as some great 
relief to 64 owners drooling 
with anticipation at the 16 bit 
reviews. 

The game, despite its 


cuteness, is a classic blend of 
platform and shoot ’em up 
with five stages and four parts 
to each stage, making it a 
tough challenge. Graphically 
Ocean have done a more than 
creditable job, although the 
teddies are somewhat 
indistinct. Otherwise the 
backgrounds are excellent 
with plenty of colour and 
detail. 

The gameplay is solid with 
accurate sprite detection. If 
you’ve been wondering what 
happened to good 8 bit 
software then wonder no 
more. This ranks alongside 
Forgotten Worlds as one of 
the conversions of the year so 
far. 

90% 




Tank Attack. 


TANK ATTACK 

CDS 

AMIGA 

It’s yet another one of those 
computer boardgame thingys 
from CDS, the company that 
invented, in the words of our 
Ed, The best game ever’, 
Brian Cloughs Football 
Fortunes. This time they’re 
trying something a little more 
aggressive than football (is 
there such a thing?), war. 

Inside the large cardboard 
box you receive a fold out map 
of the four game provinces, 
the game disk, game 
instructions and a plastic bag 
full of little plastic tanks and 
armoured cars. This is how 
the game works. Each of the 
players (2-4) have a small 
army of their very own, which 
they place in their very own 
province. In each province is a 
base. The idea is to get a tank 
onto one of your opponent’s 
bases and destroy it, thereby 
eradicating them. 

The actual game movement 
all takes place on the board. 
However, all the game 
calculations take place on the 
computer, allocating the 
amount of movement points, 
as well as deciding the results 
of any battle that take place 
with some glorious battle 
graphics. 

Loads of fun, involving as 
Brian Clough’s Cloughy 
Cloughy, and definitely worth 
getting, but only if you’ve got a 
friend who’ll play it with you. 
75% 

SKATE OF THE ART 

Linel 

AMIGA 

Have you ever wondered what 
it would be like to hurtle along 
on a piece of wood with a 
wheel on each corner with 
nothing to protect you but a 
pair of elbow pads? No, 
neither have I! But now, 
thanks to Linel, you can enjoy 
skatebording without the risk 
of broken limbs or hospital 
food. 


Skate of the Art places you 
on a skateboard and the idea 
is to stay there. This would be 
easy if you were the normal 
run-of-the-mill skateboarder, 
content to zip up and down the 
high street bothering 
pedestrians, but you’re not. To 
prove your worth you must 
negotiate twenty increasingly 
difficult levels and become 
Skate of the Art champion. 

You start on a skateboard 
track in Earls Court station 
and must progress through 
Holland, Miami and the World 
Skatepark. Each level scrolls 
from right to left and includes 
things like ramps, jumps and 
various other obstructions that 
must be overcome. 

As with all Linel’s releases 
Skate of the Art is a highly 
polished piece of software. 

The graphics for the courses 
are crisp, detailed and very 
varied. The main character is 
a little blocky but is well 
animated and certainly passes 
as a skateboarder. 

There are very few sound 
effects and what there is is 
sub-standard, thankfully there 
are a few good tunes that 
more than make up for this. To 
help you get used to the 
occasionally awkward control 
system there is a joystick 
training mode which partially 
makes up for the lack of any 
helpful documentation. 

To start with your biggest 
opponent is the joystick but 
once you’ve got the hang of it 
you’ll find yourself performing 
flips and jumps with ease and 
thoroughly enjoying it as well! 

In the early stages it’s hard 
to put the joystick down as you 
try to finish another level or 
improve on your best score, 
however, as you progress to 
more difficult areas of the 
game it gets a little annoying 
that you have to work through 
the previous levels all over 
again. 

I think that Skate of the Art 
will appeal to most people but 
especially to fans of the Kick 
Start genre. 

72% 















































FREE! - IKARI WARRIORS - bv Elite 


BOO P7HW 


FREE TENSTAR PACK 


MIGA? 


SILICA SHOP: 


inwf mmm pack 

* fltti WORTH OVER £229! 


& Commodore 


SPA 


If you already own an Amiga computer and would like to be registered on our mailing list as an 
n0W W ® Wl11 be pleased t0 send you copies of our price lists and newsletters 
FHfcb UF CHARGE as they become available. Complete the coupon and return it to our Sidcup 
branch and begin experiencing a specialist Amiga service that is second to none. 


SID PH? Mail Order) 01-309 1111 

1-4 The Mews, Hathertey Road, Sidcup, Kent, DAI4 4DX 
OPEN: MON-SAT 9am - 5.30pm LATE NIGHT: FRIDAY 9am - 7pm 


LONDON 01-580 4000 

52 Tottenham Court Road, London, W1POBA 
OPEN: MON-SAT 9.30am - 6.00pm LATE NIGHT: NONE 


fftirsPsi^ me TfiElwEiffirafirdiii'FBiiri 

Mr/Mrs/Ms: Initials: Surname: 


Address: 


FREE! - INSANITY FIGHT - by Microdeal 


£346 


+VAT= 

£399 


INCLUDES 
FREE UK 

- DELIVERY 

The Amiga 500 is one of a new breed of technologically 
advanced computers, which are now emerging as the new 
standard for home computing, based around the new Motorola 
68000 chip. The A500 has 512K RAM and a 1Mbyte double 
sided disk drive built-in. It can be connected directly to a wide 
range of monitors, or to a domestic TV set through a TV 
modulator. Designed with the user in mind, the A500 features a 
user friendly WIMP environment and comes supplied with a free 
mouse. And, when you buy your Amiga from Silica Shop, the 
UK’s Nol Amiga specialists, you will experience an after sales 
service that is second to none, including a technical support 
helpline and free newsletters and price lists. Return the coupon 
below for our current information pack, which will give details of 
the Silica service and the very latest Silica Amiga offers. e&oe 


mmm 


Before you decide when to buy your new Commodore Amiga computer 
we suggest you consider very carefully WHERE you buy it. There are 
MANY companies who can offer you a computer, a few peripherals and 
the top ten selling titles There are FEWER companies who can offer a 
wide range of products for your computer as well as expert advice and 
help when you need it. There is ONLY ONE company who can provide 
the largest range of Amiga related products in the UK, a full time Amiga 
specialist technical helpline and in-depth after sales support, including 
free newsletters and brochures delivered to your door for as long as you 
require after you purchase your computer. That one company is Silica 
Shop. We have been established in the home computer field for ten years 
and can now claim to meet our customers requirements with an accuracy 
and understanding which is second to none. Here are just some of the 
things we can offer you: 

THE FULL STOCK RANGE: The largest range of Amiga 
related peripherals, accessories, books and software in the UK. 


FREE! - BARBARIAN, ULT WARRIOR - by Palace 


FREE! - TERRORPQDS - by Psygnosis 


TOTAL RRP: £229.50 


FREE - WIZBALL - by Ocean 




A500 Computer £399.99 

TV Modulator £24.99 

Photon Paint £69.95 

TenStar Pack £229.50 

TOTAL RRP: £724.43 
LESS DISCOUNT: £325.43 

PACK PRICE a?: £399 


AFTER SALES SUPPORT: The staff at Silica Shop are 
dedicated to help you to get the best from your Amiga. 

FREE NEWSLETTERS: Mailed direct to your home as 
soon as we print them, featuring offers and latest releases. 

FREE OVERNIGHT DELIVERY: On all hardware orders 
shipped to Silica Shop customers within the UK mainland. 


PRICE MATCH PROMISE: We will normally match our 
competitors offers on a ‘same product same price’ basis. 

FREE TECHNICAL HELPLINE: Full time team of Amiga 
technical experts to help you with your technical queries. 

But don t just take our word for it. Complete and return the 
coupon below for our latest Amiga literature and begin to 
experience the Silica Shop specialist Amiga service. 




A500 Computer 
1084S Colour Monitor 
Photon Paint 
TenStar Pack 

TOTAL RRP: 

LESS DISCOUNT: 

PACK PRICE X?: £649 


£399.99 

£299.99 

£69.95 

£229.50 


£999.43 

£350.43 


When you buy your Amiga 500 
from Silica Shop, we want to 
make sure you get the best 
deal possible. That is why we 
are giving away the TENSTAR 
GAMES PACK worth nearly 
£230, absolutely FREE with 
every A500 purchased from us. 
The TenStar Games Pack inc¬ 
ludes ten titles for the A500, 
each individually packaged in 
its own casing with instructions. 


Amegas 
Art Of Chess 
Barbarian, Ult Warrior 
Buggy Boy 
Ikari Warriors 
Insanity Fight 
Mercenary Comp 
Terrorpods 
Thundercats 
Wizball 


£14.95 

£24.95 

£19.95 

£24.95 

£24.95 

£24.95 

£19.95 

£24.95 

£24.95 

£24.95 




When you buy the Amiga 500 from Silica Shop, you will not onl^ 
get a high power, value for money computer, we will also give 
you some spectacular free gifts. First of all, we are now-including 
a TV modulator with every A500 stand alone keyboard so yoi 
can plug your Amiga straight into your TV at home (the 
modulator is not included with the A500+A1084S pack as it is nol 
required for use with monitors). Secondly, we have added a free 
copy of Photon Paint, an advanced graphics package with an 
RRP of £69.95. Last (and by no means least!), so that you can be 
up and running straight away, we are giving away the sensational 
TENSTAR GAMES PACK with every A500 purchased at Silica 
Shop. This pack features ten top Amiga titles which have a 
combined RRP of nearly £230! Return the coupon for details. 


L0N c I ?, 0 , N , 01-629 1234 ext 3914 

Selfridges (1st floor), Oxford Street, London W1A 1AB 
OPEN^MON-SAT^9amj^6.0Qpm LATE NIGHT: THURSDAY 9am - 8pm 



Postcode: 
































































































































































































A TOTAL MIDI MUSIC PACKAGE 


W Quality Commodore compatible 
^ data recorder. 

Pause control, counter, etc. 

^ Suitable for 64/128. 

^ Send now for quick delivery. 

ONLY £24.99 


FULL MIDI INTERFACE FOR THE 
64/128 AT A REALISTIC PRICE. 


m Full feature Centronics Printer 
Y Interface. 

f Connect your 64/128 to a range of 
full siae Centronics Parallel 
Printers. 

V Easy to use - supports Commodore 
Y Graphics 8et. 

V Onboard Microprocessor Chip 
■ means no power programmes to 
load. 

^ Works with most applications. 

• No more to buyl 


S No more 

ONLY 


£29.99 


EPROM 

ERASER 


^ Erases up to 4 Eproms at once. 

^ Small size with built-in timer. 

^ Even fiU in your pocket! 

^ Comes complete - no more to buy. 

ONLY £39.99 


MODEL & ROBOT 
CONTROL MADE EASY. 

V 4 output channels - each with 

V onboard relay. 

W 4 input channels - each fully 
" buffered TTL level sensing. 

■ Analogue input with fpll 8 bit 
" conversion. 

^ Voice input for voice control. 

V Software features:- test mode/ 

* analogue measurement/voice 

activate/digital readout etc. 

ONLY £39.99 

INCLUDING HARDWARE/SOFTWARE/ 
MIC. ETC,(STATE TAPE OR DISK). 


MIDI in/MIDI thru/2 x MIDI out. 

W Compatible with most leading 
Y software packages. 

ONLY £29.99 


DIGITAL SOUND 
SAMPLER 


Y The new sampler allows you to 

Y record any sound digitally into 
memory & then replay it with 
astounding effects. 

W Playback forwards/backwards with 

Y echo/reverb/ring modulation. 

W Now with full sound editing module 

Y to produce outstanding effects. 

^ Full 8 bit D to A & ADC conversion. 

W MIDI compatible with suitable 

Y interface, (i.e. Datel unit for 
£29.99, see ad.).* 

W Live effects menu includes real 
^ time display of waveforms. 

W Line in/mic in/line out/feedback 

Y controls. 

Y Powerfull sequencer with editing 

Y features. 

W Load/save sample. Up to 8 samples 

Y in memory at one time. 

Y Complete software/hardware 

' package. Tape or Disk (please 
state). 

O NLY £49.99 

GITAL DRUM SYSTEM 

M Now you can turn your digital sound 

Y sampler into a digital drum system. 
W 8 digital drum sounds in memory 

Y at one time. 

S Complete with 3 drum kits. Real 

Y drum sounds - not synthesised. 

W Create superb drum rhythms with 

Y real & step time. 

W Full editing. Menu driven. Load/ 

Y Save facilities. 

Y Output to hi-fi or through TV 

Y speaker. 

ONLY £9.99 

STATE TAPE OR DISK 


COM-DRUM 

EDITOR 


V 24 drum sounds supplied on disk to 

V enable you to construct your own 
drum kit. 

V Re-arrange sounds supplied with a 
T Corn-Drum to make new kits. 

^ Load/save facilities. 

ONLY £4.99 DISK ONLY 


PARALLEL 
PRINTER CABLE 


Y Connects full size printers to the 

Y parallel port of your C64/128. 

B Many programmes and cartridges 

Y (Action Replay/Final Cartridge etc.) 
will drive printers from this port. 

ONLY £12.99 COMPLETE 


UNBEATABLE VALUE PACK - THE YAMAHA SHS 10 FM MIDI COMPATIBLE 
SHOULDER SYNTHESISER, THE ADVANCED MUSIC STUDIO SOFTWARE A MIDI 
INTERFACE PLUS FREE MIDI CABLES TO CONNECT EVERYTHING TO YOUR 
COMPUTER SYSTEM ADVANCED 

MUSIC SYSTEM 

W A full feature Music Studio with 


FREE MIDI 
CABLES 


YAMAHA SHS 10 FM 
SYNTHESISER KEYBOARD 

B Superbly styled guitar-type 
' keyboard with shoulder strap. 

^ Top quality brandname. 

^ 2.5 octave keyboard. 

B 25 built-in instrument and rhythm 

Y choices. 

^ Uses FM synthesis. 

^ Full MIDI standard. 

B Superbly styled guitar-type 

Y keyboard with shoulder strap. 

B Requires 6 "C" batteries or AC/DC 

Y adapter. 


^ Editing and sequencer features. 
^ Many features - too many to list! 
^ Sony, disk only. 

MIDI INTERFACE 

^ MIDI In/Out/Thru. 

Simply plug in. 


FOR ONLY 

£ 99.99 

NO MORE TO BUY!! 


3 SLOT 

MOTHERBOARD 


RESET 

CARTRIDGE 


B Unstoppable reset button. 

Y NOTE:- user port cheaper type 
reset buttons offered by others are 
not unstoppable. 

B Resets even so called 

Y "unstoppable" programs. 

^ Add pokes from magazines etc. 

5 Simply plugs in to cartridge port. 

NLY £5.99 


SAVE WEAR & TEAR ON 
YOUR EXPANSION PORT 

▼ Will accept three cartridges on it's 
high grade PCB. 

^ Switch in/out any slot. 

Fully buffered. 

B Reset button and an onboard 
Y safety fuse. 

ONLY £16.99 




THE ULTIMATE DISK TOOLKIT FOR THE 1540/1541. 


A disk toolkit is an absolute must 
for the serious disk hacker. Toolkit 
IV has more features than most for 
less. 

DISC DOCTOR V2 - Read & write 
any track & sector including extra 
& renumbered tracks. Repair 
damaged sectors. 

HEADER/GAP EDITOR - Decodes & 
displays ALL header information 
including off bytes & header gap. 
Rewrite the entire header & header 
gap. Renumber sectors. Also edit 
any sector tail gap. 

DISK LOOK - Sort directory. 
Recover lost files. Display file start 
/end addresses. Disassemble any 
file program directly from the disk 
to SCREEN or PRINTER including 
undocumented opcodes. Edit Bam. 


FAST FILE COPY - Selective file 
copy. Works at up to 6 times 
normal speed. 

FAST DISK COPY - Copy an entire 
disk in 2 minutes or less using 
single 1541. 

FILE COMPACTOR - Can compact 
machine programs by up to 50%. 
Save disk space. 

FORMATTER - 10 second format an 
entire disk or format any individual 
track or half track 0 to 41. 

ERROR EDIT - Quickly find & 
recreate all read errors including 
extras & renumbered tracks or 
sectors & half tracks from 0 to 41. 


ONLY £9.99 


































































COMMODORE Jggi 


COMPLETE WITH 


I •— 
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Create an image - shrink it, expand 
it, move it, rotate it, copy it, 
colour it etc., etc. 

Spray patterns or shades, make 
elastic lines - stretch and 
manipulate shapes. 

Zoom in to add detail in fine mode. 



VIC 20 RAMPACK 


* Simple plug-in memory expansion 
cartridges for your VIC 20. 

Never be short of memory again! 

^ Two models available - 16K or 32K. 

^JF Both models are switchable for 
various memory settings i.e. 3K, 
16K, 24K, etc. 

PF Many VIC programs require extra 
RAM - this is your answer. 

ONLY £14.99 FOR16K 
ONLY £19.99 FOR 32K 


W Pulldown/Icon driven menus for 
ease of use. 

^ Mouse operation, plus joystick and 
keyboard control. 

^ 16 pens, 8 sprays, 16 brushes - so 
flexible anyone can create superb 
graphics easily. 


EPROM ERASER 


w This handy AC/DC Eprom Eraser 
will erase up to 4 chips quickly and 
easily. 

™ Built in timer and safety switch on 
cover. 

* Superbly styled - small enough to 

f fit in pocket - even as it works!! 
Works from built-in battery 
(supplied) or from AC/DC adaptor if 
required. 

ONLY £39.99 


LIMITED NUMBERS AT THIS 
AMAZING LY LOW PRICE!! 


Full cut and paste facilities plus 
excellent printer support. 

Y Pixel edit - font editor, flip, invert, 
rotate, solid or textured fill and 
professional manual make Art 
Studio simply the best graphics 
package for the Commodore 
(please state Tap- or Disk). 


ADVANCED 
ART STUDIO 

ONLY 

£ 29.99 

TOTAL PACKAGE INCLUDING 
1351 MOUSE/ MOUSE MAT/ 
HOLDER AM St OCP ART 1 





W Flug in RAM cartridge gives you up 
to 16K EXTRA MEMORY!! 

^ That's over 28K free for Basic and 
even an extra 18K in HiRes mode! 

® Plugs in to memory expansion port 
- then just switch on. 

ONLY £14.99 


^ Select instantly from 8 sockets 
which accept up to 32K EPROM 
each. 

* Program your own EPROMs using 
our EPROM programer. 

* No need to have lots of cartridge 
- just make a selection from the 
Superom menu. 

Fully menu driven on power up. 

W Select any slot under software 
controls. 

fF Unique EPROM generator feature 
will take your own programs - basic 
or m/c & turn them into autostart 

f EPROMs. (EPROM burner required). 
Accepts 2764/27128/27256 
EPROMs. 

^JF On board unstoppable reset. 

W ° n board operating systems - no 
programs to load. 

ONLY £29.99 


Will program 2716, 2764, 27128 & 
27256 chips, 12.5, 21 or 25 volts. 
Fits into user port for maximum 
compatibility with cartridges/ 
Superom Board etc. 

Full feature system - all functions 
covered like device check/verify. 
We believe Eprommer 64 is the 
most comprehensive, most friendly 
& best value for money progr am *^ 
available for the 64/128. 

Ideal companion for Superom 
Board, Cartridge Development 
System, our kemal expanders or 
indeed any EPROM base project. 

^ Comes complete with instructions 
- plus the cartridge handbook. 

ONLY £39.99 

- _ COMPLETE 

ALL ORDERS NORMALLY DESPATCHED WITHIN 48 HRS 


' A to P quality, easy-to-use EPROM 
programer for the 64/128. 

' Fully menu driven software/ 
hardware package makes 

programing/reading/verifying/ 

copying EPROMs simplicity itself. 


HOW TO ORDER 


BY PHONE 

0782 744707 

24hr Credit 
Card Line 


• • • I 


BY POST 


Send cheques/POs made 
payable to 
"Datel Electronics" 


FAX 

0782 744292 

UK ORDERS POST FREE | 
EUROPE ADD £1 
OVERSEAS ADD £3 


PRICES AND SPECIFICATIONS CORRECT AT TIME OF PRjEii 

AND SUBJECT TO CHANGE WITHOUT NOTICE 


CALLERS WELCOME - 



DATEL ELECTRONICS LTD., FENTON INDUSTRIAL ESTATE 

GOVAN ROAD, FENTON, STOKE-ON-TRENT, ENGLAND. 


SALES ONLY 

0782 744707 


TECHNICAL ONLY 

0782 744324 


COM3 
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ARTHUR 

THE QUEST FOR 
EXCALIBUR 


Infocom/ 
Activision 
Amiga 
Price: £24.99 


The rumours are that In¬ 
focom is folding — but out of 
the blue comes Arthur, their 
latest Interactive Fiction game. 
That means it plays like an 
adventure as opposed to an 
RPG, yet its scoring system has 
definite RPG overtones. As you 
progress through the adven¬ 
ture, certain actions cause you 
to be awarded points for chi¬ 
valry, wisdom, experience, 
and for the quest itself. 

You play Arthur, but you're 
too young and not yet wise 
enough to become king. The 
local chieftain, King Lot, has 
secretly plundered Excalibur, 
and dropped it in the lake. 
Flourishing a replica of the 
sword before his people, he 
proclaims himself king. 

What a rip off! Never mind, 
Merlin is keeping a fatherly 
eye on your interests, but be¬ 
fore you can claim your birth¬ 
right, you must prove yourself 
worthy. 

Merlin is prepared to help 


you but stops short of giving 
you the full range of magic 
powers. You are, however, 
granted the power to give 
yourself the form of one of five 
different creatures. 

But this power is limited. 
You have to change from crea¬ 
ture to creature via human 
form; you can be killed for 
practising sorcery if you're 
caught, and it's difficult to 
cany objects when you aren't 
human. All of this leads to 
some nicely constructed logic 
puzzles. 

And it leads to humour, too! 
All too often, quest games take 
themselves a trifle too serious¬ 
ly. But Infocom's humour 
shows through, and there are 
many funny moments. 

Zork Zero and Shogun gave 
the world the first Infocom 
graphics, the latter with pic¬ 
tures that scrolled off the 
screen with the text, the for¬ 
mer with an occasional full¬ 
screen picture. Both games set 
the text under a graphics 
"arch". Here, the ever-flexible 
formula is once again varied, 
with the screen split dead 
across the middle, text under 
it, and above is a banner con¬ 
taining a cameo picture for 
each location. On-screen map¬ 



Whoever removes this sword from this stone . . . 



^ ^ square. Th* churchyard lies to the'north, 

mi the castle to the- east. To your south you see the entrance to 
«e Uftprft s orily tavern., and to the west is the village green. 


playing with a dead mouse 'that lies 
- >eet . He mumbles, "Beware the Invisible Kmqhi.** 

>» y ’ - 


Medieval masses, include the village idiot. 


ping is also provided, but here 
the text is not hidden as in 
Zork Zero; it simply replaces 
the graphics part of the 
screen. So, movement by 
clicking on the map is very 
slick, as you can read your 
way through the text without 
having to switch between the 
two, which is really handy. 

GRAPHICS: 79% 

PLAYABILITY: 89% 

PUZZUEABILITY: 91% 


Written by Bob Bates, au¬ 
thor of Sherlock: The Riddle 
Of The Crown Jewels, Arthur is 
an original story in its own 
right, very loosely based on the 
legend. The game itself is 
another example of the highly 
professional products we have 
come to expect from the 
world's masters of adventure. 

83 % 
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Please start my subscription from the. 

Tick appropriate box 
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WbSs eith Campbell is space-bound this 
? month. The mere mention of 

Floyd, Sariens and Planetfall will 
likely bring a wave of nostalgia to many. 
With this, his comment and his 
adventure clues, KC helps adventurers 
who find themselves in a tricky situation. 


PLANETFALL 

Rolf Hay and Jens Koller are two 
friends from Gaupen in Norway; who 
are stuck on Planetfall. What should 
they do with the mural? Is there any 
way to save Floyd from dying when he 
gets the micro authorisation card? 
What is the solution to the radiation 
problem? And, finally, when they 
lasered the speck in the computer, 
they reduced their surroundings to a 
heap of trash. 

SPACE QUEST I 

Who can cast their minds back a 
couple of SCX's to the star generator 
featured in Sierra's Space Quest /? 
Chris Thompson of Middlesborough is 
looking for the code to operate it, so he 
can destroy the evil Sariens. 

STARCROSS 

Back to Infocom and Starcross, which 
has two more Valley readers 
scratching their heads. "What use are 
the disks?/' asks Michael Walsh, of 
Horsham in Victoria, Australia. "Where 
is the green rod, how do I get the 
purple rod, and what do I do with the 
unicorn?". And Charles Scott from 


Poole, is struggling to get hold of the 
translator, and has not found a use for 
the observatory. Who can help these 
two to boldly go their way? 

GUILD OF THIEVES 

And there's more help pouring in for 
troubled adventurers, this time for 
Jorgen Stalnacke, who was wondering 
what to do about the cauldron in Guild 
Of Thieves. Read the clue sent in 
especially for you by Trond Kjernasen, 
from Ostby. 

SHARD OF INOVAR 

There has been a great deal of 
confusion over how to get the amulet 
in Shard Of Inovar. There's more to do 
than my clue suggests, according to 
those who have tried it. If you are still 
stuck with this, look in this month's 
clues section sent in by Derek 
Trumman. 

TIMES OF LORE 

We come down to earth to help Mohd 
Hafiz, who was trapped in this game 
back in July. Roger Jacobsson, of 
Huddinge in Sweden, suggests that to 


kill the Grey Abbot you should stand in 
front of him while using the invisibility 
ring, then throw the sphere at him. 
And Corporal Paddy O'Brien, from 
BFPO 38, has the key for Temple Of 
Angor. "Carry the chime to the door, 
and access will be granted." Paddy also 
suggests being at full strength before 
entering, and to carry the ring of 
invisibility taken from the giant. 

BARD S TALE II 

And a final cry for help: "what use is 
the Pharse Door (PHDO) spell, in 
Bard’s Tale UT asks Kai Arve Maren, 
from Ovre Ardal in Norway. 

If you can help any of these troubled 
adventure folk, or have problems of 
your own, then drop me a line at The 
Valley, CLJ, Priory Court, 30-32 
Farringdon Lane, London EC1R 3AU. 

I’ll get back to you as soon as I can. 

COMMENT 

One of the big problems for Amiga 
owners is the cost of a colour monitor, 
so naturally a modulator and TV set is 
a favourite configuration. But for 
adventurers in particular, this set-up, 
while undoubtedly the cheaper option, 
can lead to difficulties: 

★ I own an Amiga 500 and I am using it 
on a portable colour TV. One point I 
have to make is that the text on some 
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adventures is almost unreadable. 
Examples of this are Fish and Lancelot ; 
changing the typeface on Fish 
improves it no end. The worst 
offender is the bog-standard white 
writing on a black background. 
Something like Legend Of The Sword 
is great, blue type on a white 
background. So please if you could 
have a word with the powers that be. 
I'm sure it wouldn't be that hard to 
change the colours to suit their 
customers. 

Ian Scoble, 

Elliminyt, 

Victoria, Australia. 

Campbell's Comment: Consider 
yourself spoken to, Powers That Be! 
Now I always enjoy a grovelling 
letter, it boosts the ego more than 
the monthly cheque boosts the bank 
balance... 

★Just a line of grovelling admiration 
before I get around to the point of my 
letter. Out here in the back of beyond, 
we all look forward to your column 
every month. Not only are your 
reviews unerringly accurate, but we 
find something strangely refreshing 
about a software reviewer who 
actually writes about the games 
instead of himself, as, unfortunately, 
so many journos seem tempted to do. 

Now, having lulled you into a false 
sense of security, I'll pounce with my 
questions. . . 

John D. Wetton, 

St. Columb, 

Cornwall. 

Campbell's Comment: Ah ...! 
There's always a snag ... well be 
back with you in just a second, John, 
but meanwhile, here's someone 
who's likely to cause a traffic jam in 
the vicinity of a certain basement 
flat: 

★I was interested to read that 
someone found another way to solve 
the basement puzzle in Rigel’s 
Revenge. It's a bit laborious, though, so 
Ill be sticking to running through the 
streets naked! 

Do you know if Infocom are 
planning to convert Zork Zero to the 
C64? Your review made it sound a 


superb adventure, jam-packed and 
entertaining. It sounds just like my 
sort of game! 

Jo Sadler, 

Binley, Coventry. 

Campbell's Comment: I thought 
streaking went out years ago! As for 
a 64 Zork Zero , no chance! Infocom, 
it seems, has shut up shop. Sad 
news indeed, but there may be more 
Infocom tides, so I'm told, written 
under contract, via modem. I don't 
have further details, but time will 
reveal all. And here's John Wetton 
again, bouncing back with an 
afterthought: 

★ . . . incidentally, there seems to be 
something strange about the barred 
window in THAT basement. I could 
only get the much put-upon fellow to 
squeeze through the window after he 
had removed all of his clothes. Do you 
think I got hold of a kinky version of 
the game? 

Campbell's Comment: Depends who 
he met and what he did after getting 
outside, I reckon, John! Now who's 
this Kevin fellow... ? 


★ Dear Kevin, any chance of some 
help? I got a 64 in December and 
started getting CU in January (great 
mag) and just started trying a few 
adventures — Pilgrim and Rigel’s 
Revenge. Both great games. Have you 
any tips on playing them? 

Last of all, as I'd rather play 
adventure games than shoot 'em ups, 
what are the best games to get? 

Paul Elliott 
Rochester. 

Campbell's Comment: I've got plenty 
of useful tips, Patrick, especially if 
you're not too shy to brave the 
streets of Rigel with no clothes on! 
But the way Valley Rescue works is 
that you have to tell me where you 
are stuck, and then, hopefully, I will 
be able to sort out your next move. 
But I don't hold complete solutions 
in ready-to-send-out form. If, as I 
suspect, you are limited to cassette 
adventures, then youH mainly have 
to look out for golden oldies, like 
Kayleth, Rebel Planet Dracula, 
Frankenstein , and Wolfman. 
Welcome to adventuring, Paul. 


ADVENTURE CLUES 


SHARD OF INOVAR: 

From start of game to the Amulet: 
GET SHARD, INVOKE RITUAL OF 
DECAIRN, W, EXAM BOULDER, USE 
VIAL, GIVE SHARD TO TREE, N. 
GET ALL, N, N, PUT STATUETTE IN 
APERTURE, GET STATUETTE, N, 
GET RYXBLADE, PUT STATUETTE 
IN FONT, GET AMULET. 

MANHUNTER: 

Your first visit to Trinity Church 
will not be very useful. Just look at 
the candles on the left hand side. 
These become important on Day 
three. 

CHRONO QUEST: 

Put the knob on the banniser post 
to create a doorway; remove it 
before going through. 

LEGEND OF THE SWORD: 

Push the chest before opening it. 


GUILD OF THIEVES: 

Into the cauldron put the eye, the 
berries, the snake skin, the heart, 
and the wooden cube. Then open 
the sachet. 

HITCH HIKER'S GUIDE: 

Grow a fluff tree and eat its fruit, to 
help Marvin unjam the hatch. 

ZORK 1: 

To find the thief go south from the 
temple to the granite wall, and say 
TEMPLE. Kill him with the nasty 
knife (but let him open the egg 
first!). SAVE before attempting to 
kill him, as success is not 
guaranteed every time. 

FRANKENSTEIN: 

A rope would help to get through 
the volcanic ridge. Search your 
father's garden for it! 
























LETTERS 

Demos 


9 As I was looking through 
April's issue of C.U. I 
stumbled across those 
Demos. I started to think 
would it be possible to get the 
Razor' and Exceller 8' demos 
as posters? I thought this 
because they would make 
great posters. If I could get 
them as a poster how much 
would they post? If not, why 
not? 

Daniel Potter; 

Whitstable, 

Kent. 

Thet’d cost too much to do 
as individual posters 
basically. Glad you like them 
anyway. 


Drive on 


® The last time 1 bought 
your mag must have been in 


early '88, but what a 
tremendous improvement 
there has been. I know you 
get loads of letters like this, 
but I was dying to 
congratulate you. Your mag 
has a good price, looks 
wicked, has plenty of reviews, 
ads and amusing bits stuck in 
here and there. 

I've got an Amiga 500 and a 
Commodore 64. The 64 I 
don't use but I have never 
ever seen a Play to Win' tip 
for one of my 100 games on 
the Amiga (in any magazine). 
Any tips for Chrono Quest ? 
I'm still stuck in the Chateau!! 
And has anybody instructions 
for Sentinel??? What about 
Accolade's Test Drive? I can 
get to the dealership in the 
Testarossa, but all it says is, 
"Nice job. Keep the car. Go 
home". I mean, it's too easy! 

Wouldn't it be better if we 
could drive the car through 
better terrains which are 
interesting, rather than the 
amazingly boring coast-road 
on which you can't fall off! 
Now I know what you're 
going to say, "Why don't you 
get Test Drive II or the 
Supercars and Scenery 
package? " Well, I might just 
do that, but in your review, it 
only got 77% and I don't want 
to fork out £24.95. 

But to come to the point of 
this letter, when is Chase H. Q. 
coming out on the Amiga??? I 
have been waiting for yonks 
and I hope you can help me 
with this problem. It is 
probably the best arcade 
game on the arcades, but I 
want to play it at home, and 
not putting lOp coins into a 


machine.. . . 

Gerard Wilmot. 

Winsford, 

Cheshire. 

Chrono QuesJ has probably 
had clues in the Valley 
helpline at some time, but 
how come you need 
instructions for Sentinel? 
Sounds a bit dodgy to us. 
Chase HQ is being released 
by Ocean in late November, 
so hang on. 


Port to the left 


9 I find that I am not in 
agreement with Marc 
Johnston's letter, published 
in the July issue, re ST port 
overs. Ok, I don't particularly 
like spending £5.00 more for 
a game that is merely an ST 
clone with some better sonics 
but that doesn't necessarily 
mean that the concept of 
porting across source code is 
a bad one. If Mr Johnston 
decides to discard all ST ports 
that is up to him, but he is 
missing some pretty good 
games if he does. I am glad 
that the games ever reach the 
Amiga at all, and let's face it: 
were it not for port overs, 
many would not. 

One fact we cannot ignore 
is that behind all of the 
Amiga's custom chips lurks a 
68000CPU which by a strange 
coincidence happens to be 
present in the ST as well. If 
follows then, that a lot of 
programming techniques are 
going to be common for both 


machines, thus the port over 
would save a lot of time and 
money. This is particularly 
true of games like Virus, 
where the 3D routines are 
going to be very similar 
between the two machines. 

Mr Johnston's boycot of all 
software which has an ST 
"look and feel" is very 
puzzling, and wouldn't solve 
the situation at all. The Amiga 
versions of the games I have 
mentioned above have a very 
similar "look and feel" to their 
ST counterparts, but this isn't 
always detrimental to a game. 
Some reviewers have 
proclaimed Dungeon Master 
as the best game on the 
Amiga, but it isn't that much 
different from its ST 
incarnation. 

However, it is a shame 
when programmers have 
blatantly ignored the 
potential of the Amiga, 
highlighted in such cases as 
Street Fighter. The custom 
chips exclusive to the Amiga 
could have made a far better 
job of this and other 
conversions. Happily, some 
programming teams are 
combining the port over with 
some rewritten routines 
which do take advantage of 
some of the Amiga's custom 
circuitiy as is the case with 
Graftgold's Rainbow Islands 
conversion, and perhaps Mr 
Johnston should note that a 
lot of recent port overs are of 
this ilk. Things have certainly 
moved on from a year ago 
when his comments were 
perhaps easier to justify. 

For the moment Amiga 
owners are going to have to 
make the best of a less than 
perfect situation. Before 
applying pressure to the 
issue of ST ports, perhaps we 
should tiy to see off the 
ludicrous situation of having 
to pay a fiver more for our 
software, which in some 
cases is already prohibitively 
expensive. 

Richard Leadbetter 
Wit ham, 

Essey. 


What more can we add? 
You } re living in a 
dreamworld if you think the 
companies are going to write 
Amiga only software. Such 
things are rare. 


Please send your letters to 
CU, Priory Court, 30-32 
Farringdon Lane, London 
EC1R 3AU. There’s free 
software for each letter 
published. 
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THE AMAZING AMIGA 


• # 




AMIGA 


Pack Includes: , 

A500 CPU, Mouse, P.S.U., T.V. Modulator, Very 
First Tutorial, Workbench T3, Basic, Extras and 
Manuals. 

PLUS POSTRONIX BONUS PACK 

WORTH OVER £250 which includes 10 Blank 

Disks, Disk Storage Box, 10 Excellent Games, Mouse Mat, 
Mouse Bracket (Mouse Holder) Deluxe Paint. 


£ 399.00 


+ £5.00 post and packing 


AMIGA 500 plus DISK DRIVE AMIGA 500 + 1084S 

Instruction Manuals, Extra Disk, Workbench 1-3, O’T'T^ .. , , A . 

The Very First Tutorial, T.V. Modulator, Photon S1LKLU/ 

Paint, Mouse PLUS additional Amiga Compatible f^f\T /"VT TIT AIAMITAT1 
Disk Drive and 10 Blank Disks UULUUK MUNI 1 UK 

+ £5.00 post (including the 

and packing. Amiga 500 deal) 

+ £10.00 post and packing 


£ 449.00 


£ 649.00 


1084S STEREO/COLOUR 
MONITOR f?CQ nn 

Compatible with PC, • W 

Amiga, C64c, C128 + £5.00 post and packing 


MPS1200P £ 229.99 

+ £5.00 post and packing 

The Commodore MPS1200P printer presents the state of the art in dox matrix printers, with all the features of a printer that 
would cost much more. The MPS1200P is designed to be like three printers in one. It can act just like an Epson FX printer, or 
with the flip of a switch, it can act just like an IBM Graphics Printer with IBM Group II-I character set (Danish/Norwegian 
character set) support. It can also print all the characters available with the Amiga in the Amiga configuration.The MPS1200P 
is capable of all the printing functions you would expect, as well as some additional features you may not expect. 

MPS 1500C COLOUR PRINTER £t 00 OO 

A. TECHNICAL CHARACTERISTICS 

PRINTING TECHNIQUE .Impact dot matrix (9-needle print head). P P g 

DRAFT MODE.- matrix: 9 vertical dots x (5 + 4) horizontal dots; - print speed: 120 char/s, at 10/char in 

TABULATION SPEED...2 char/s 

PRINTING DIRECTION .bi-directional, with optimised head movement 

PRINT PITHES ..10 char/in to 24/char/in programmable from line, and in SET-UP mode 

LINEFEED .- l/6in (4.23 mm), 1/8 (3.17 mm) and 7/72 in (2.4 mm); —n/216 in and n/72 in. 

CHARACTER SET...ASCII characters and special characters. 

MAX. PRINT LINE LENGTH.40 top 192 characters, according to print pitch selected. 


AMIGA 1010 DISK DRIVE 

Amiga 3.5" external drive. Capacity 880K 
PLUS FREE DISK 
STORAGE BOX & 

10 BLANK DISKS 

A501 RAM 
PACK 

512K for the Amiga 


£ 149.99 

+ £5.00 post and packing 

£ 149.99 

+ £5.00 post and packing 


m. 









































£169.99 

+ £5.00 post and packing 



AND MORE BESIDES! 


THIS TOPICAL GAMES 
COMPENDIUM OFFERS A TRUE 
SPORTING CHALLENGE 

Pack contains: C64c Computer 1530 
Datasette, Quickshot Joystick, Matchpoint 
(Tennis), Snooker, World Championship 
Boxing, Daley Thompsons Supertest, 
Hypersports, Basketball, Matchday II, 
Daley Thompsons Decathlon, Basket 
Master, Track and Field. 

PLUS POSTRONIX BONUS PACK 
OF £100 OF FREE SOFTWARE 

£149.99 

+ £5.00 post and packing 


1541II DISK DRIVE PACK 

Pack includes: 

1541II Disk Drive, 10 Excellent Disk Games, 20 Blank 
Disks, SW Diskette Storage Box. AND GEOS! 



AN.EXCELLENT PACK PROVIDING 
HOURS OF ENTERTAINMENT FOR ALL 
_ THE FAMILY 

Pack includes: C64c Computer 1530 Data Cassette, Quickshot II Joystick 
Commodore Juke Box Audio Tape (10 Hits), Yamaha 
SHS10FM Digital Keyboard with Midi, Ghostbuster, Rollaround. Tau Ceti 
Agent Xll, Surprise Game. 

Plus: POSTRONIX BONUS PACK OF £100 OF 
FREE SOFTWARE 


only £199.99 


THEHOLLYWQOD 

PACK 


LCONTROLLER 


ICONTROLLER 

Icontroller is semi permanently 
mounted on your computer console. 
Icontroller leaves hands on the 
keyboard while executing Icon 
commands with your fingertips. 

£15.99 


STARFIGHTER 

Compatible with Sinclair 
Spectrum, Commodore. Atari 
Computers. Atari 2600 Video 
Games Systems., 


CHALLENGER DELUXE 

Compatible with Spectrum (with 
optional interface). Commodore. 
Atari 2600 Video System. Atari 
Computers. Amstrad computers. 


A GREAT DOUBLE THEME PACK 
OFFERING THE BEST OF HOLLYWOOD, * 

PLUS A COMPENDIUM OF T.V. GAME SHOWS 

Pack includes: C64c 1530 Data Cassette, Quickshot II Joystick, The Great 
Escape, Miami Vice, Platoon. Rambo, Top Gun, Evety Second Counts 
Blockbusters, Bullseye, Trivial Pursuit, Krypton Factor 

Plus: POSTRONIX BONUS PACK 0 NIY £149 99 
OF £100 OF FREE SOFTWARE 


SEIKOSHA 


PRINTER 


C* COMMODORE 




A) 1750 RAM EXPANSION MODULE FOR CBM 128 

aSronftam'are'avi “ P ™ Sio11 P™ 1 on - m CBM128 and 512K B yt« of 

B) 1351 COMMODORE MOUSE 

The Commodre 1351 Mouse is controller designed for use wth the CBM 64/128. 

C) 1764 RAM EXPANSION MODULE FOR COMMODORE 64 

How do you get a total of 320K Ram on your 64, just plug in the 1764 Module 

a £149.99 b £19.99 c £99.99 



SEIKOSHA 
PRINTER 

Compatible with most 
makes of Commodore 
computers. Features 

variety of fonts including _ 

graphics and near letter quality, reverse printing, italics, ft* a A 

tractor feed and paper seperator. Comes complete with serial & 15 7 . 00 

+ £5.00 post and packing 


All prices + £5.00 post and packing. 


CHEETAH 125+ 

Compatible with Spectrum. 
Commodore. Atari 2600 Video 
System. Atari. Amstrad PC. 
Amstrad. 


£8.95 


TAC5 

CONTROLLER 

JOYSTICK 

Compatible with Atari. 
Commodore. 

£13.99 



SLIKSTIK JOYSTICK 
CONTROLLER 

Compatible with Atari Computers. 
Atari Games System. Commodore. 


£6.99 



COMPETITION PRO 5000 

Compatible with Commodore 64 and 
Vic 20. Sinclair ZX Spectrum (interface 
required). 

£14.95 





RAM DELTA DELUXE 
MICROSWITCH JOYSTICK 

Compatible with Atari computers and 
Video Games Machines. Amstrad PCW 
(with adaptor). Spectrum 
(withadaptor). nn aa 

Commodore. db J 


TAC 2 CONTROLLER 
JOYSTICK 

Compatible with Commodore 64 
and Vic 20. Atari Computers. 
Atari Game Systems. 

£10.99 



MICRO HANDLER MULTI 
FUNCTION JOYSTICK 

Compatible with Commodore. Commodore 
C16/+4(adaptorrequired). , A _ 

A,an - £24.95 


A whole new range of innovative 
computer covers, made from 
durable clear plastic. Designed to 
fit your computer perfectly... not 
only safe from dust but also all 
forms of accidental damage. 


C64 OLD STYLE £6.99 

C64C NEW STYLE £7.99 

AMIGA 500 £9.99 

ATARI 520ST £9.99 

ATARI 1040ST £9.99 



^22*^, uire a free catalogue pleasetjckQ 

$Kmmt 


LARGESTOCKS OF SOFTWARE & ACCESSORIES FOR ALL 16 BIT, 8 BIT COMPUTERS - ALSO 
ALL MAJOR GAME CONSOLES - PHONE (0604) 791771 NOW WITH YOUR REQUIREMENTS. 


XI 1 I 1 


TOTAL 

_ GOODS 

mT * POSTAGES 


H 


] icAmHOLomnusesTATeemtYDAm 


ENCLOSE CHEQUE/ 

WSTALOHX* 

FOHE 

CHEQUEPAYABLE 

roposmm 


OFFER APPLIES TO U.K. ONLY. OVERSEAS ORDERS CHARGED AT OVERSEAS RATE 



























































































































RESPONSES 


RAMPAGE 

Boy, oh boy. Mathew Allen 
from West Ewell, Surrey, 
certainly has been working 
hard of late. He sent in hints, 
tips and pokes for all bar two 
of last month's enquiries. Sorry, 
Mathew, we know that you 
wouldn't want all of this 
month's helpline given over to 
just your good self now, would 
you? But thanks (to you all) for 
writing in. This little lot is for 
Stian Birkeland, ref D I. 


RAMPAGE 

20 SYS 65371: PRINT 
CHR$(5) 

30 FOR A = 4256 TO 4308: 
READ B: POKE A, B: NEXT 
40 PRINT TRESS RETURN TO 
LOAD RAMPAGE", A$ 50 SYS 
4285 

100 DATA 169,189,141,27, 

1.169.182.141 
110DATA29,1,169,155, 
141,30,1,76 

120 DATA 160,197,169,49, 
141,159,2,169 
130 DATA 234,141,160,2, 

96.169.178.141 

140 DATA 40,3,169,16, 
141,41,3,32 

150 DATA 44,247,32,108, 

245.169.16.141 

160 DATA 238,2,76,81,3 

INFILTRATOR 

GENERAL 

Don't use grenades [outside] as 
they can be heard. The places 
where the keys are kept can 
change. Always show papers; 
the janitor's uniform is useful to 
move around fairly 
undetected. 

MISSION 1 — Get the security 
card and unlock all of the 
doors. Photograph the plans 
on the walls (malce sure the 
guards are gassed before!). 
Take 5 to complete (no mines 
though!!). 

MISSION 2 — Use the card to 
unlock the doors, and collect 
grenades from the stores. After 


(Responses to reference E2, 
please). 


Thanks, as ever, to everyone who sent in a letter. 

If you want to get hold of a particular solution, 
poke, hint, tip or listing then send it in to the Help¬ 
line and well print your enquiry. A selection of ZAMZARA 
replies will be published each month — and the 
rest we will send on to you. 

And, if there’s a particular problem with which 
you think you can help, send your reply to Res¬ 
ponses at the same address below. 


gassing the guard, goto the 
weapons lab, gas the guard 
and find the invisibility pill. 

Then set charges ana run!!! 

When the building explodes, 
goto building 3 to turn off the 
alarms. Get the Professor and 
give him the pill (to sneak past 
the guards). 

MISSION 3 — Use the security 
pass. Then set one charge in 
building 3, four in building 4 
and one in building 5. Then set 
one in building 1, then go!! 

MERMAID MADNESS 

— Infinite Energy 

Reset and 
POKE 17274,169 
POKE 17275,0 
POKE 17276,234 
SYS 16384 

Mathew Allen also has his own 
enquiry. Here it is: 'Can some 
readers out there send in pokes 
for Cauldron (Silverbird 
version). Encounter, LED Storm, 
Heavy Metal Paradroid (the 
new loader makes the pokes I 
have defunct) and Stormlord, 
all on the C64?. Mathew's 
reference is El. 


LED STORM 

The following is a response to 
Craig Thornton's enquiry, 
August issue, ref D2 
Type in: "AMIGA DAVID 
BROADHURST WANTS TO 
CHEAT" 

Imran Saleem 


JINXTER 

This is in response to J. Gryden 
(August issue, Ref D3) 

1. To get the ladder in the 
tower, you must knock the door 
of the clockmaker's shop. Then 
the clockmaker will open the 
door and now you must throw 
something at the lamp (e.g. the 
tin opener). The clockmaker 
will then run off for help 
because his shop is on fire. 
Enter the shop and go East and 
you're in the tower! 

2. To get the charm out of the 
bakery, put it in the baking tin 
and put the tin in the oven. 

Push the button twice, get the 
bread, give the bread to the 
banker and he'll throw you out 
(because the bread is bad!). 
Now eat the bread and you'll 
possess the charm! 

3. To get the charm out of the 
post office, you must show the 
dead mouse to the postmistress 
before you crack the safe! (I 
hope you know how to get a 
dead mouse?). 

PS: "I also need help with 
Jinxter! I want to know how to 
get out of the dungeon in the 
castle. Please, answer!!! I have 
also another problem. How do 
you open the opaque case in 
The Guild of Thieves?". 

The enquirer adds 'I need help! 

I think Shadowgate (Amiga) is 
fab; but I have a problem. 
Behind the middle door of the 
mirror room there is a bridge, 
but when I enter that room the 
computer says that it is too hot. 

How the hell do I get on that 
bridge? Please answer 
because I'm desperate!!! 


In response to ref D4. C64 
ZAMZARA here are some 
pokes: Poke 12303,173 = 
(unlimited lives). Poke 
5847,173 (unlimited missiles). 
Poke 6424,173 (unlimited 
weapons). Poke 10655,173 
(unlimited time). 

N Hutchings, Harlow. 


KNIGHTMARE 

This is in response to Tony 
Stoke's enquiry (Ref D6). 
When you start the game you 
are in a dungeon with the old 
man. 

Take the rock, torch and 
food, then give food and water 
to the old man. Talk to the old 
man, he will then give you a 
spade. Take this to the next 
room and dig, but be ready to 
throw. You will go down and 
come up in another room with 
two guards and from then on 
it's easy. 

Andrew Thomas 


GREAT ESCAPE 

This is in response to Jason 
Keable's enquiry D7. 

SOLUTION TO GAME 

To start off, get key one and 
open the relevant door to take 
the guard's uniform. Wear it on 
your way out, leave the key 
where you found it. Get the 
Red Cross parcel, open it and 
get the money bag. Put the 
money somewhere safe (like 
the tunnel). 

Get key two and open the 
door with it. Put the key in a 
safe place and then get the 
tool kit and unlock the door to 
the room with the spade inside. 
Take the tool kit back to the 
safe place, and then leave the 
uniform. Then get the tool kit 
and the id papers. 


















Leave the tool kit and torch 
and head back to the tunnel, to 
remove the blockage using the 
spade. Put the spade down 
and then go back to get the id 

C apers. Use the tunnel again, 
ut this time leave the id papers 
at the end of the tunnel, near 
the exercise yard. 

Follow the normal routine on 
day two, but get the Red Cross 
parcel. Inside it contains the 
wire-cutters which are needed 
for you to escape. Again 
follow the normal routine on 
day three, but again get the 
Red Cross parcel. 

On day four get the 
compass (in the Red Cross 
parcel) and begin your escape. 
Use the main tunnel and take 
the compass to the exercise 
yard. Get the wire-cutters and 
use them to cut through the 
wire. Then drop the compass, 
cut the wire and get the id 
papers. Cut the wire again to 
get out. Then drop the wire- 
cutters, pick up the compass, 
and run off screen to victory. 


bit of a nuisance. However, 
you can get round this by 
getting the parcel that arrives 
and hiding it somewhere safe. 
Then deliberately get caught 
doing something wrong and 
get put in solitary for the night. 
When you're released, the next 
morning another parcel 
arrives. Do this again until you 
have all four. Use the shovel to 
dig your way through the 
blockage in one of the tunnels. 

Well thaf s about all the help 
l ean give accept for a cheat 
listing. Just type it in and RUN it, 
then follow any on screen 
instructions to get infinite 
morale. 

Adam Timms 


help me. 

David Shaw, Ref E3. 


SUPER 
HANG ON 


I have Super-Hang on on the 
Amiga and have heard about 
a cheat mode in which you 
have a machine-gun on the 
front of your bike. 

Please can someone send it 
in? 

Daniel Argent, Ref E3 


STAR TREK 


FURTHER HELP WITH 
THE GAME 

There are three keys around 
the camp used to gain access 
to the more inaccessible parts 
of the castle. The first key is 
found in the room next to the 
cells. Using it gives access to 
rooms containing German 
uniforms. Wearing a uniform 
makes you reasonably safe to 
explore, ordinary soldiers 
won't cart you off but the 
Commandant spots you 
straight away. When you 
escape, don't wear the uniform 
because you will be shot as a 
spy. 

To explore the underground 
tunnel, you need the torch. 

Safe places to hide your stolen 
goods are in the tunnel, under 


GREA T ESCAPE CHE A T 

5 PRINT CHR$(147) 

10 FOR 1=52992 TO 53055 
20 READ A:C=C+A:POKE I, 
A:NEXT 

30 IF C<>7212 THEN PRINT 
"ERROR IN DATA!" 

:END 

35 PRINT "FINISHED. YOU 
MAY NOW SAVE DATA FOR 
FUTURE USE." 

36 PRINT'TYPE SYS 52992 
TO START CHEAT" 

40 DATA 32,44,247,56, 
234,141,32,208 
50 DATA 32,108,245,169 
24,141,67,4 

60 DATA 169,207,141,68, 
4,76,99,3 

70 DATA 169,99,141,111, 

1,169,3,141 

75 DATA 112,1,169,20, 

133.104.169.173 

80 DATA 133,105,162,7, 

189,56,207,157 

85 DATA 99,3,202,16,247, 

76.20.173 

90 DATA 169,165,141,191, 
67,190,95 


'I recently bought Star Trek: 
The Rebel Universe for the 
C64. Has anybody out there 
got a poke for infinite enerqy? 
Just help me!!! 

James Smith, Ref E4. 


I've got a problem on the third 
level of Bio Challenge. I can 
easily make it onto the third 
level but getting past it seems 
impossible. If there is anyone 
out there that can help me 
complete the third level please 
write in. A map would help. If 
there is someone who knows 
the golden secret please write 
in. (By the way if anyone needs 
a map for the first and second 
level write into helpline and I 
will send one). 

Anthony Deville, Ref ES. 


MANIAC 

MANSION 


tne stove in your hut or in the 
Red Cross room. 

The wire cutters are very 
important because without 
them there is no escape. Give 
the bar of chocolate (don't 
drop it) to a friend to get him to 
distract the guard's attention so 
you can nip over the fence. The 
compass is essential to escape. 

You only get the Red Cross 
parcel once a day, so that's a 


ENQUIRIES 


MINDFIGHTER 


need help with Mindfighter 
on the CBM 64. I've tried 
everything I can, but I still can't 
metamorphose into another 
animal. Tnere must be some 
way of doing it because that's 
how Robin completes it in the 
book. Please can somebody 


'Hello, my name is Adam I 
have a Commodore 64 and I 
am a new reader of your 
magazine from Australia. I 
thought that you might have 
the solutions to Maniac 
Mansion. I bought it a month 
ago and I can't figure out what 
to do after the evfl meteor has 
been taken away by the space 
police. 

Also, would you have a 
poke for infinite lives on Target 
Renegade '. 

Adam Buriak, Ref E6. 


BIO CHALLENGE 



If s easy. Just send in your letter, 
marking your envelope with 
me appropriate code number 
if you are sending a response. 
Post your letters to Play to Win 
Helpline, CU, Priory Court, 30- 
Farringdon Lane, London 
^-1 P 3AU. Oh, and if you're 
making an enquiry, just write a 
couple of lines explaining the 
particular problem, ie why you 
need a poke, why you would 
like a particular listing. 

The sender of each let¬ 
ter published will get a 
free piece of software. 

«..l mon *h's winners 
will be getting an Amiga 
or 64 game (specify 
drive). 

Next month will see another 
goodie up for grabs. Sorry, but 
were unable to respond to 
individual requests for games. 

If you are replying to any of 
these enquiries don’t forget to 
mark your letter with the refer¬ 
ence code for the person you 
are responding to. If you send 
in more than one enquiry, 
please put each on a sepa¬ 
rate sheet of paper* Like¬ 
wise, if you send in a response 
but have an enquiry too. That 
way we can file everything in 
neat alphabetical files. 


. 














If combat flight simulators 
up to now have had a limita¬ 
tion it has been that the 
gameplay is seen solely as 
an adjunct to the main 
program. All the time and 
trouble is put into making 
the plane as accurate as 
possible so the gamepley 
can sometimes be almost 
an afterthought. In Falcon 
the gameplay is based 
around twelve separate: 
missions that recreate the 
style of mission flown by 
trainee pilots. With the 
mission disk, the program¬ 
mers take the pilot out of 
training and on to the bat¬ 
tlefield — and because the 
flight programming has 
already been done, the 
programmers have been 
able to concentrate on 
game play alone. 

The most crucial point to 
remember while playing 
Falcon: Mission Disk 
Volume 1 is that all the 


This add-on to F-16 Falcon not 
only merited the highest-ever 
score in last month’s screen 
scene but pops up now in PTW. 
Tom Watson earns his wings and 
comes up with these handy tips. 




Picture above from P.R. Forster/F-Jfi Fighting Falcon (Ian Allen Press). 


missions are interlinked,, 
so to fully explore the 
simulation you must 
appreciate the effect of 
your actions on the entire 
battlefield, not just in rela¬ 
tion to the mission that you 
are flying. 

The situation is critical. 
An enemy assault on your 
base is close to completion 
as three tanks roll relen¬ 
tlessly towards your air¬ 
field. Behind them, three 
landing craft are 
approaching the shores, 
ready to spill a fresh supply 
of tanks into the attack. 
Behind these lie the 
enemy’s lines of supply — 
roads and rail — which 
bring fresh equipment to 
the battlefield from their 
industrial heartland. Your 
last objective is to control 
the initial threat to your 
base by destroying the 
tanks and landing craft. 

Rolling Thunder and 



















Watersports are indicated 
as separate missions, 
which are better taken 
together — to stop the 
enemy advance. Both sets 
of targets need to be des¬ 
troyed as soon as possible. 
Everytime a landing craft 
reaches the shore, it “tops 
up” an invisible stock of 
tanks, and each time a 
truck or a tram arrives, so 
the stocks on the other 
side of the lake are in¬ 
creased. In the early 
stages of the battle, the 
pilot must accept that it is 
going to take a couple of 
missions before these 
stocks are exhausted, and 
must therefore be pre¬ 
pared to balance his objec¬ 
tives between containment 
and deep strikes. 

The principle to keep in 
mind is that once des¬ 
troyed, items “stay dead” 
for a number of subse¬ 
quent missions. This 
means that if you destroy 
all the tanks and landing 
craft, you will have a mis¬ 
sion in which to strike at a 


strategic target before 
they reappear (as long as 
stocks exist by the lake 
side). Once the supplies 
have been limited for long 
enough the stocks will run 
out, usually five or six suc¬ 
cessful missions. It is at 
this point that you can start 
to relax and think about 
pushing the enemy back 
into their own territory. 
And remember, pitch your 
nose down in air to ground 
attacks. 

Even the experienced 
Falcon pilot will find the 
challenge of the tanks new 
and demanding. This is one 
of the most important 
aspects of using the 
Maverick’s camera — to 
properly acquire targets 
beyond visual range, track 
them and then release the 
AGM. Try to approach the 
tanks in their line of move¬ 
ment (either with it or 
against) and achieve lock- 
on by centring the image 
on the corned display. The 
greatest problem here is 
that it is almost impossible 


to destroy all three tanks in 
one pass, thereby giving 
them an excellent chance 
to head for your runway. 
The best tactic is to meet 
each one head-on, and then 
to continue the pass in the 
hope of meeting one of the 
landing craft. So, if it all 
works, only three passes 
would be required — 
although that is about as 
much time as you have! If 
in doubt, concentrate on 
the tanks and go back for 
the landing craft. 

One thing to watch for: 
as you fly over the lake a 
MiG 29 may challenge you. 
He’ll fly in from the north¬ 
west and once you’ve spot¬ 
ted him he’ll turn and fly 
back north. LEAVE HIM 
ALONE. If you’ve selected 
more than one MiG he’s 
setting you up for his part¬ 
ner, if not he’s doing his 
best to lead you over a 
whole array of SAM sites. 
But be careful — some¬ 
times he won’t go away! 

Presuming that your first 
mission is successful, you 


can then turn your eyes 
north. The first objective is 
their lines of supply. Des¬ 
troy the traffic and then 
remove the bridges (the 
bridges take five missions 
to be rebuilt). Once the 
stocks of arms at the lake 
are exhausted you are 
almost free to strike deep 
into enemy territory — as 
long as you make sure that 
no further strikes get 
through. 

The ground is one thing 

— the air is another. The 
comfortable MiG 21s in 
Falcon have been replaced 
by much more deadly MiG 
29s, and with two different 
styles of pilot. Some of the 
MiG pilots will be easy 
meat; but there are others 
that will push even the 
most experienced Falcon 
pilot to the limits. They will 
provide such a challenge 
that it is worth going up a 
few times just to have a go 

— and don’t use a long¬ 
standing pilot to practise 
with, send up the rookies 
to use as cannon fodder. 
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THE TWINS 

Object needed — Goblet. 
Go to the source on the 
left-hand side. Inspect the 
fountain and press the eye. 
Fill the Goblet and go back 
to the room called “The 
Twins”. Open the left-hand 
serpent and empty the 
goblet into it. Get the die 
that emerges from the ser¬ 
pent then open the right- 
hand serpent. Throw the 
die and note the number 
thrown. Put the die into the 
right-hand serpent and go 
to the room facing you. The 
hands are in a dice forma¬ 
tion (except for the middle 
one). Pull up the hands un¬ 
til they resemble the 
formation you threw ear¬ 
lier, then push the ser¬ 
pent’s head on the wall. 
The sliding partition should 
open; note down the shape 
which it covered. Go back 
to the fountain room and 
inspect each cube (each 
will be patterned). Lift the 
cube which resembles the 
one you found behind the 
sliding partition. 

IN THE 

SCORPION’S 

PRESENCE 

Object needed — Fly. Pray 
to the statue then enter the 
room called “The Web”. 
Look at the web on the 
floor and crawl on it. Give 
the mistress the fly; show 
affection but don’t be too 
saucy with her. Feed the 
fly to the blue spider and 
get the red one. Leave the 
room, and then put the red 
spider into the statue’s 
mouth. Don’t listen to the 
man who pops out, just 
pass through the trapdoor. 


With its dazzling graphics and impressive stereo sound, Infogrames Kult looks set to 
become an RPG favourite. Tipster, Mark Aylett came up with these hints. 


THE WALL 

Object needed 


Dagger , 


zone; this means that you 
can unlock the sliding wall 
when you open either door. 
Go through either door, 
left or right, and inspect 
the step. Then take a look 
at the slot on the Sculpted 
Warrior and climb onto the 
step. Either put your dag¬ 
ger into the slot, or if you 
haven’t got one, use Psi- 
shift. You will be spun 
around by the wall. There 
are now TWO separate 
gaps in the wall, one which 
goes straight on, and the 
other is a dark, black strip; 
it depends on which door 
you have taken. Move the 
cursor to go down the 
black passage, not straight 
on. Stick your hand in the 
gap on the floor. Return 
the way you came, and this 
time go straight on. 

DE PROFUNDIS 

Object needed — Rope. 
First of all, wait. Then lasso 
your rope onto the hook on 
the ceiling. When the Gra¬ 
nite Monster lurks toward 
you, jump onto him. Wait a 
few minutes. 

THE NOOSE 

Object needed — None. Do 
not do as The Poormouth 
says. Use either the lan¬ 
tern, or your Solar Eyes 
Power. Grab hold of left- 
hand rope and climb up. 
Push the lever, remove the 
noose-rope and he will fall. 
Take the left-hand piece of 
rope. Inspect the hollow on 
the platform. Finally, leave 
and go to the Master’s 
Orbit. 

AFTER THOSE 
ORDEALS 


that you are a divo(!?). Go 
to the concourse outside 
the ring, and remember, if 
you are asked any ques¬ 
tions, show the egg you 
were given. Once you are 
in the concourse, ignore 
the guard and use all the 
violence you can muster on 
the upper right-hand 
guard; then enter the up¬ 
per right-hand passage. 

Go left. Inspect the 
toad’s head and poke its 
eye. Use the Lantern (if 
you have it) or the Solar 
Eyes to see. Inspect the 
lever and the trapdoor. Use 


KEY 

©Zone of Ordeals 
©The Ring 
©The Master’s Orbit 
©The Wall 
©In the Scorpion’s 
Presence 
©De Profundis 
©The Return 


Psi-shift on the lever and 
pass through the trapdoor. 
Next keep going straight 
through until you meet 
Norma Jean and Ash. You 
MUST do as Norma Jean 
says. Don’t move! Tell her 
the truth . . . talk to both of 
them and then use your 
Zone Scan. Lift your block 
on the floor and get both 
objects, the beam and the 
flask. Unwrap the ban¬ 
dages on the mummy, go 
to the left and keep going 
forward. 

By going through the 
trapdoor you will enter the 


! The Twins 
The Noose 
The Master’s Eye 
Protozorg 
Passage 
Dream of Slime 
Concourse 
Guard Room 


LEVEL 1 


START 


or you can use Psi-shift. Give all five skulls to the 
choose the third Protozorg underneath the 
then the second trader. He will announce 


First 

zone, 

o 















@The Threshold of Truth 
@The Presence of God 
(^Placating the Powers 
(^Refectory 
@ Birth of a New Race 
@Passage 


©Passage 
® Anti-Chamber 


©Saura’s Repose 
©Ablutions 


SOME can’t complete the 

ADDITIONAL • Don’t fight guard 

HINTS AND TIPS Monster’s Orbit. Y 

be killed instantly. 

• Don’t waste your Psi- • If you go onto tl 
Powers, they are needed course before you t 
much later on in the game, a divo, you won’t be 
If you run out of it early you complete the game 


LEVEL 2 
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Citadel was designed to have elements of both 
shoot ’em up and strategy, so try thinking of the 
city layouts in terms of a board game. Each of the 
floor tiles is one ’square’, and all traps react to 
the MONITOR in terms of ’squares’. Most of the 
enemy defences will only detect your presence if 
you move or fire. Bearing this in mind will help 
you to get a lot further into the game. So here are 
some general hints to help you on your way: 

LEVEL 1 
(Alien) 

Upper and lower storey 


KEY 


in 

m 

out 


beam 

-i 

lift 

E 

switch 

E 


One of the test games on the 64 this moment, Citadel 
gives you the chance to flex your brain cells as well as 
your muscles. Martin Walker is here to start you off. 


• Always try to position a captured mobile in 
front of MONITOR before you move off down a 
corridor, even if you have to wait for it to catch up 
when you change direction. Far better the mobile 
to absorb a hit than for your own energy to fall. 


LEVEL 2 
(Armour) 

Upper and lower storey 


KEY 


in 

m 

out 

e 

beam 

-i 

lift 

E 

switch 

E 



• All enemy defences will open when you are 
two squares away, and equipment and switches 
will open when you’re one square away; so it may 
be possible to avoid triggering traps by keeping 
to the other side of a corridor. 



• If you capture a mobile and an energy pod from 
the same spot, always capture the mobile first if 
you have the energy to do so. This way you will 
leave the spot fully recharged (I know it sounds 
obvious but people still miss it). 



• When first playing Citadel, watch the lights on 
the static guns. These show the possible 
directions of fire. There’s no point in placing 
yourself in the line of fire when you can pick off 
an enemy from a safe position, so play safe. 


• When a captured mobile is running out of 
energy, capture another. Although the first will 
now be hostile (don’t move), the new mobile will 
assume the position of the old one, and will 
conveniently destroy it for you. 























































































































































































































































f ' re a " d two way capons both have a 
longer range than enemy sensors, so you can 

th Str °uJ! ,em f >e,ore they even know you’re 
there. Who said that you shouldn’t play dirty? 


PLAY 


*i l yt L U li nOW ^ hat ,s lurkin g on the other side of 
aim shaft, position your mobile before you go 

through. When you emerge on the other side, 
your mobile will be in the same position, giving 
you a protective barrier before you move off 


LEVEL 3 
(Brass) 

Upper and lower storey 
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More pokes for your page this issue with some 
corking cheats for the latest games. Our grati¬ 
tude goes to messrs Pugh, Slack, Fraser and 
Fraser and to the rest of you who wrote in with 
your help. Send your tips and maps to CU at the 
address opposite. 


AMIGA 

DOMINATOR 

Boot up Amigabasic and type 
in and save the program. You 
will be given the choice of 
either 'infinite men'or 'infinite 
shields'. When selected press 
Return and the game will boot. 

10 REM-CRACKED BY 

ANDY GRIFO, DOMINATOR 
VO.l- 

20 checksum = 0: total = 
1064217: crack = 266 
30 START = 192: FINISH = 

415 : GOSUB = 266 
40 GOTO 90 

50 FOR n = START TO FINISH 
STEP 2 

60 READ a$: a = VAL("&h"+ 
a$) 

70 checksum = checksum + a 
80 POKEW n,a : NEXT n : 
RETURN 

90 PRINT "Your Checksum = 
"•checksum 

100 IF checksum < > total 
THEN PRINT "Data 
Error.":END 
110 PRINT "Place 
DOMINATOR in Drive 0." 

120 PRINT "PRESS (1) FOR 
BEGINNERS MODE (INFINITE 
SHIELDS)" 

130 INPUT "PRESS (2) FOR 
HACKS MODE (INFINITE 
MEN)",grifo 

140 IF grifo = 1 THEN GOTO 
150 POKEW 194,17017 
160 CALL crack 
170 data 33fc,4e75,0000, 
40c4,33fc,0008,0000,5eae 
180 data 4ef9,0000,03d2, 
23fc,0000,00c0,0000,03e0 
190 data 323c,0007,303c, 
ffff,33c0,00df,fl 80,51 c8 
200 data fff8,51 c9,fff0, 
4ef9,0000,0200,33fc,00d6 
210 data 0006,0040,4ef9, 
0006,0000,43fa,006a,7000 
220 data 2c79,0000,0004, 
4eae,fdd8,4a80,6700,007e 
230 data 47fa,004e,2680, 
4bfa,0066,220d,243c,0000 
240 data 03ed,2c53,4eae, 
ffe2,4a80,6700,005c,49fa 
250 data 004a,2880,2200, 
243C,0003,ffeO,263c,0000 
260 data 5dc0,2c53,4eae, 
ffd6,2214,2c53,4eae,ffdc 
270 data 23fc,0000,OOfc, 
0004,05dc,4ef9,0004,0000 
280 data 0000,0000,0000, 


646f,732e,6c69,6272,6172 
290 data 7900,0000,0000, 
0000,0000,0000,0000,6466 
300 data 303a,646f,6d69, 
6e61,746f,7200,4e75,0000 
Andy Grifo. 


THE NEW 
ZEALAND 
STORY 

Type in the program and then 
save it to disk for future use, rur 
the program and then reset 
your Amiga (Ctd + Amiga + 
Amiga) and when the 
Workbench hand apears inser 
The New Zealand Story and it 
will boot. 

10 REM-CRACKED BY 

ANDY GRIFO, NEW- 

ZEALAND STORY V2.3- 

20checksum = 0: total = 
1097431 : crack = 348160 
30 START = 348160: FINISH 
= 348431 : GOSUB 50 
40 GOTO 90 

50 FOR n = START TO FINISH 
STEP 2 

60 READ a$: a = VAL("&h"+ 
a$) 

70 checksum = checksum + a 
80 POKEW n,a: NEXT n: 
RETURN 

90 PRINT "Your Checksum = 
"checksum 

100 IF checksum < > total 
THEN PRINT "Data 
Error":END 

110 PRINT "RESET YOUR 
AMIGA WHEN READY AND 
WHEN THE" 

120 PRINT'WORKBENCH 
HAND APPEARS, INSERT THE 


INSERT THE N.Z.S" 

130 PRINT "AND THE 
PROGRAM WILL BOOT WITH 
INFINITE LIVES" 

140 CALL crack 
150 data 6022,0005,500a, 
0000,0000,4afc,0005,500a 
160 data 0005,5024,0121, 
00f6,0005,501 c,0000,0000 
170 data 0000,0000,203c, 
0005,503a,4eba,00c0,0879 
180 data 0001,00bf,e001, 
4efa,fff6,41fa,000a,23c8 
190 data 0000,006c,4e75, 
0c79,6000,0006,0000,6600 
200 data 0018,0c79,4ff9, 
0006,0e6e,6600,000c,23fc 
210 data 0005,506e,0006, 

10ac,4ef9,00fc,0cd8,33fc 
220 data OOcO,0007,6170, 
33fc,4ef9,0000,00c0,23fc 
230 data 0005,508e,0000, 
00c2,4ef9,0007,6000,23fc 
240 data 4ef8,00c0,0000, 
0a98,33fc,4ef9,0000,00c0 
250 data 23fc,0005,50ae, 
0000,00c2,4ef8,0400,2040 
260 data 33fc,6030,0000, 
40c6,23fc,412e,4752,0000 
270 data 53a0,23fc,4946, 
4f00,0000,53a4,323c,0007 
280 data 303c,ffff,33c0, 
00df,fl 80,0879,0001, OObf 
290 data eOOl ,51 c8,fff0, 

51 c9,ffe8,4ed0,23c0,0005 
300 data 5020,2c79,0000, 
0004,42ae,002e,2d7c,0005 
310 data 5002,0226,4eae, 
fd9c,2d40,022a,4e75,0000 
Andy Grifo. 

LICENCE 
TO KILL 

This program will supply you 
with 255 lives and you will skip 
the first stage of the game. 


Method 

1. Reset your Amiga and load 
AMIGA BASIC. 

2. Type in the program listed 
below. 

3. Save the listing for future 
use. 

4. Run the program. 

5. Follow tne instructions on the 
screen. 

Listing 

10 REM ★★★ LICENCE TO 
KILL CHEAT (C) DAVID SLACK 
★ ★★ 

20 CHECK=0 

30 CHEAT = 5237768. 

40 FORN = CHEAT TO 
(CHEAT+188) STEP 2 
50 READ A$ 

60 A=VAL ("8th"+A$) 

70 CHECK=CHECK+A 
80 POKEW N, A 
90 NEXT N 

100 IF CHECK <>7481688. 
THEN PRINT "ERROR IN 
DATA": END 

110 PRINT:PRINT "PLEASE 
INSERT YOUR LICENCE TO 
KILL DISK IN DRIVE 0" 

120 PRINT:PRINT "WAIT 
FOR TWO SYSTEM 
REQUESTS AND CANCEL 
EACH," 

130 PRINT:PRINT"THEN 
PRESS ANY KEY." 

140 A$=INKEY$:IF A$="" 
THEN 140 
150 CALL CHEAT 
160 DATA 2C78,0004, 
207C, 00FE, 43F9,0000 
170 DATA 303C, 0145, 
12D8,51C8, FFFC, 22FC, 
DBFC, 0000 

180 DATA22FC, 007E, 
4E5D, 32BC, 4E75,33FC, 
2000,0007 

190 DATA0132,33FC, 
3C00,0007,013E, 41F9, 
0007,0042 

200 DATA 30FC, 203C, 
203C, 0001,0000,2080, 

21 CO, 0080 

210 DATA 4EB9,0007, 

001 A, 41 FA, 0010,43F9, 

0001,0296 

220 DATA 32FC, 4EF9, 

22C8,4E40,43FA, 000C, 
0C51,0014 

230 DATA 6706,5251, 
603A, 0000,43FA, FFF6, 
32BC,4E71 

240 DATA 33FC, 4000, 
00DF, F09A, 43F8,0700, 
4281,0C91 













250 DATA 33FC, 0004, 
670C, 32D1, B3FC, 0007, 
F000,6DEE 

260 DATA600E, 32D1, 
32BC, OOFF, 5241, B27C, 
0006,66DE 

270 DATA 33FC, COOO, 
OODF, F09A, 4CD0,7EFE, 
4E73 

David Slack 




XYBOTS 

0 PRINTCHR$(147) 

1 FORI=304TO397: 

READAI 

2 L=ASC(LEFT$(A$,1)): 
L=L-55:IFL<5THENL=L+7 

3 R=ASC(RIGHT$(A$,1)): 
R=R-55:IFR<5THENR=R+7 
4V=(L*16)+R:C=C+V: 
POKEI,V:NEXT 

5 IFCol 0040THENPRINT 
"DATA ERROR!":END 

6 PRINT"SAVE LISTING FOR 
FUTURE USE." 

7 PRINT:PRINT SYS 363 TO 
START * 

10 DATA 20,56, F5, A9,60, 
8D, C9,02,20, A7 

11 DATA 02, A9,01,8D, F2, 
04, A9,48,8D, FI 

12 DATA 04,4C, 00,04, A9, 
20,8D, CF, F6, A9 

13 DATA 5F, 8D, DO, F6, A9, 
01,8D, Dl, F6, A9 

14 DATA 30,8D, 3C, F8,4C, 
00,08,8D, 21, DO 

15 DATA A2,64,8E, 40,30, 
8E, 1D, 30,60, A2 

16 DATA 15, BD, 78,01,20, 
D2, FF, CA, DO, F7 

17 DATA 4C, 30,01,4E, 41, 
49,20,44,4E, 41 

18 DATA 20,4D, 49,54,20, 
59,42,20,54,41 

19 DATA 45,48,43,93, (C,) 

1,98,9T, JF, 00 

Ready 

Type in the above listing and 
'run it'. Follow the on screen 
prompts. The listing gives 
infinite lives. 

Tim and Ian Fraser 


CITADEL 

READY. 

0 PRINTCHR$(147) 

1 F0RI=528T0597: 

READA$ 

2 L=ASC(LEFT$(A$,1)): 
L=L-55:IFL 
<5THENL=L+7 

3 R=ASC(RIGHT|(A$,1)): 
R=R-55: IFR<5THENR=R+7 
4V=(Hrl6) + R:C=C+V: 
POKEI, V:NEXT 

5 IFC<>7879THENPRINT 
"DATA ERROR!":END 

6 PRINT "SAVE LISTING FOR 
FUTURE USE." 

7 PRINT: PRINT "SYS 528 TO 
START " 

10 DATA 20,2C, F7, A2,00, 
BD, 4F, 03,9D, FF 

11 DATA3F,CA,D0,F7,A9, 
34,8D, F4,03, A9 

12 DATA 40,8D, DA, 03, A9, 
00,8D, D9,03,38 

13 DATA 20,6C, F5,4C, 51, 
03,A9,41,8D,B8 

14 DATA 01, A9,02,8D, B9, 

01,4C, A7,02, A9 

15 DATA 00,8D, B3,8D, A9, 
30,8D, B5,8D, A9 

16 DATA 32,8D, B6,8D, 4C, 
31,01,54,49,4D 

Type in the listing. 'Run if and 
follow the on screen 
instructions. The listing gives the 
player infinite lives. 

Tim and Ian Fraser 


FORGOTTEN 

WORLDS 

This cheat listing requires more 
work then the normal kind, so 
be prepared) Enter the listing 
and run it, when you are 
prompted insert a blank tape 
to save the cheat. Now to load 
back the cheat simply type 
LOAD'"', 1,1 [return] to load 
the cheat and when 'ready' 
appears type SYS64738 
[return] and then enter this line: 
1 SYS 53194 and run it to load 
and run the game with infinite 
lives for both players! 

0 REM FORGOTTEN 
WORLDS CHEAT BY HM 
PUGH 1989 

1 FOR X=S3194 to S3241 : 
READY :C=C+Y: POKE X,Y: 
NEXT 

2 IF Co 5900 THEN PRINT 
"DATA ERROR":END 

3 PRINT "INSERT A BLANK 
TAPE" 

4 SYS S3227: SAVE "F W 
CHEAT, 1,1 

5 PRINT "NOW TURN THE 
COMPUTER OFF AND LOAD 
THE CHEAT": SYS 40960 

6 DATA 32,104,225,169, 
247,141,194,8,76,16,8, 

32 

7 DATA 213,255,169,227, 
141,142,16,169,207,141, 
143,16 

8 DATA 96,169,181,141, 
174,12,76,0,4,169,207, 


MAPPERS WANTED 


If you can 

a) Crack any game (Amiga or 64) 

b) Map clearly and logically 

c) Produce nice artwork 

We’d like to hear from you. Both (a) and (b) are 
essential, (c) is less important — we can always have 
your work redrawn. Either way there’s good money 
and all the prestige of working for CU on offer to 
freelancers who can crack, map and produce tips 
to games. 

Apply in writing, with examples, to CU Mappers, 
Priory Court, 30-32 Farringdon Lane, 
London EC1R 3AU. 


133 

9 DATA 44,133,46,169, 
201,133,43,169,235,133, 
45,96 
H. M. Pugh 


DOMINATOR 

Enter and run this listing and 
follow on screen prompts to 
load and run. Dominator with 
infinite lives 

0 REM DOMINATOR CHEAT 
BY HM PUGH 1989 

1 FOR X = 33168 TO 33312 
READY: C=C+Y: POKE X,Y: 
NEXT 

2 IF C = 19108 THEN POKE 
157,128: SYS 33199 

3 PRINT "DATA ERROR" 

4 DATA 244,248,208,168, 
85,208,170,85,255,84, 
224,72,114,192 

5 DATA 66,146,151,141, 
170,17,168,85,244,248, 
208,200,89,240 

6 DATA 125,141,61,32,44, 
247,169,62,141,178,3, 
169,233,141 

7 DATA 179,3,32,108,245, 
169,208,141,214,176, 
169,129,141,215 

8 DATA 176,32,191,3,96, 
72,77,80,210,129,165,22, 

201.13 

9 DATA 240,3,108,22,0, 
169,17,141,41,13,169,93, 

141.42.13 

10DATA 169,114,141,43, 
13,162,18,160,33,189,14, 
130,157,250,121 

11 DATA 202,138,208,246, 
185,143,129,153,255,49, 
136,152,208,246,169 

12 DATA125,141,58,11, 
169,146,141,60,11,76,13, 
8,190,129,131 

13 DATA 187,189,130,93, 
128,169,93,181,93,182,. 
173,191,190 

H. M. Pugh 


CORRECTIONS TO 
SPEEDBALL CHEAT 
(JUNE ISSUE). 

Line 2 should have read: 

2 READY:IF Y=-l THEN 4 
Line 3 should have read: 

3 POKE X,Y: X=X+1: GOTO 2 














The Pentagon aside, the 
film industry seems to 
spend more on 
technology and hardware 
than anyone else. Ctl has 
been taking a look at the 
special effects in current 
and forthcoming movies 
and wondering, 'so how 
the hell did they do 
that?'. 


- , ■ 


ince Star Wars broke all 
box office records, rarely 
a year has gone by 
without audiences being 
treated to at least half a dozen 
‘event’ movies packed with 
ever more eye-popping 
camera trickery. And, from 
what we’ve seen so far, the 
best of this year’s crop — and 
certainly the biggest earner — 
has to be Batman, which 
managed to raise an all-time- 
record of $100 million in its 
first week and is still going 
strong. 

With thirty million dollars 
plus to spend, the makers of 

























provided for a vengeful 
Timothy Dalton by the reliable 
secret service armourer 0 
(played here as always by 
veteran character actor 
Desmond Lewellyn). It’s a fact 
that today’s science fiction 
often becomes tomorrow’s 
reality, and the Bond movies 
have been around for long 
enough for this to happen; the 
jet pack and the radar tracking 
system used in Thunderball 


Batmobile, which was twenty 
feet long with a 141-inch 
wheelbase, propelled by a 
flaming turbo booster in the 
rear and armed with machine- 
guns in the wings and bombs 
in the hub-caps. The sleek 
exterior was sculpted in 
polystyrene and then placed 
over the box chassis of an old 
Chevrolet Impala. The engine 
was a jet turbine V8 (the same 
engines used in the 
Interceptors in the Mad Max 
series), and the completed 
model was able to achieve a 
speed of 90 mph in test runs. 
Unfortunately, you can’t buy 


them in the shops just yet... 

Special effects in the form of 
optical illusion, animatronics 
and mechanics are not 
restricted to superhero films 
naturally, and some of the most 
consistently creative gadgets 
and inventive scenes can be 
found in the James Bond 
movies. Licence To Kill marks 
a further move away from the 
fantasy world of the Roger 
Moore into straightforward 
(almost too straightforward) 
plotting. Spectacular stunts 
abound of course, but they are 
more believable than usual, 
and so is the weaponry 


James T. Kirk, stodgy as 
always, takes the hard option 
and climbs while Spock rises up 
with his levitation boots. 

Flying sequences are often 
produced using 'travelling 
mattes f . The actor is hoisted 
against a plain backdrop the 
colour of which will not show on 
camera (this means that the 
hoisting apparatus must be 
masked with the same colour). 

The figure is then'cut out ' and 
composited against a 
background location. Placing 
two celluloid images together 
simply mean that one would 
shine through the other, so 
silhouttes or 'mattes'are made 
of both foreground and 
background. This means that 
the optics department have 
solid images to work on and can 
expose and cut where they like. 


(1966) were later adopted by 
the US Navy, and Llewelyn 
himself told us “Practically all 
the gadgets used in the latest 
films are prototypes which 
work perfectly. Phillips 
electronics supplies us with 
lots of stuff and, of course, they 
get great publicity from it. The 
tear-gas keyrings and 
ghettoblaster missile launcher 
from The Living Daylights are 
all things that work. Even the 
submersible car from The Spy 
Who Loved Me works up to a 
depth of 450 feet, only you’d 
have to wear a wet suit and 
breathing apparatus.” 

Bond’s gadgets have 
inspired a real-life New York 
business enterpreneur, Stuart 
Fields, to start manufacturing 
and selling such special 
interest items as bulletproof 
jockstraps, homing devices 
disguised as hearing aids, and 
cars which emit tear gas, 
spray oil slicks and have 
secret portholes for armed 
passengers. He also stocks a 
version of Bond’s booby- 
trapped attache case featured 
in From Russia With Love, only 
this model, dubbed ‘The 
Shocker’, sends 47,000 volts of 
electricity through anyone 
unfortunate enough to touch it 
in the wrong way. 

Among the many technically 
plausible gadgets to appear in 
Licence To Kill is a device 
Bond uses called a ‘signature 
gun’. This wonderful gadget is 
programmed to the person 
who it is issued to and no-one 
else can fire the gun but the 
particular individual whose 
handprints match the 
computer built into the stock. 

‘It’s a useful kind of toy’, says 
Llewellyn, ‘and a very original 
idea that I think may possibly 






















Underwater spectacle In the 
Abyss and the disused power 
station which was used to 
create the underwater set. 
Logistical problems for the 
mechanical effects crew 
Included designing masks 
which show the actor f s faces, 
and perfecting an underwater 
air supply station plus facilities 
to record speech live. 

Fighting off boredom was a 
problem for actors who stayed 
under water between takes. 
They were sent sub aqua 
reading matter — laminated 
scripts. 


exist in the future.’ 

Another long-running series 
that relies heavily on special 
effects is Star Trek. 

The first of the series, Star 
Trek: The Motion Picture, used 
one of the oldest tricks in the 
cameraman’s book. Forced 
perspective, as it is known, 
does exactly what it claims 
and forces the perspective of a 
full-scale set or minature, so 
that there is a greater illusion 
of depth than would normally 
be possible. In the first Star 
Trek movie the engine room of 
the Enterprise was ‘stretched’ 
by placing short actors at the 
rear of the set in order to 
create the illusion of being 
further away from the camera 
than they actually were. 

Star Trek: The Motion 
Picture also made use of the 
Slitscan technique to produce 


hundreds of streaks of light. A 
light source was subjected to 
dozens of photographic 
exposures, each frame shot 
from a slightly different angle. 
When projected, the 
Enterprise, zooming at Warp 
Factor Ten, is suddenly 
surrounded by animated lines 
of colour. 

For Star Trek II: The Wrath 
of Khan, all of the models for 
the space flight shots were 
rebuilt and photographed with 
a computer controlled camera. 
George Lucas’ pioneering 
effects team, Industrial Light 
and Magic, were hired to 
produce the totally 
computerised imagery for the 
awesome ‘Genesis Effect’, in 
which a space probe is fired at 
a sterile moon and transforms 
it into a fully-inhabitable 
planet. The firestorms, 


volcanoes, tectonics and 
burgeoning seas and forests 
were all simulated (without 
any visual guides) by a 
program using a form of long 
division maths. 

The latest entry, Star Trek V: 
The Final Frontier, promises 
more of the gentle, self- 
mocking humour that made 
Star Trek IV: The Voyage 
Home such a delight. This one 
introduces Sybok, a renegade 
Vulcan and the black sheep of 
Spock’s family, who is intent 
on usurping the Enterprise for 
a dangerous quest. The plot 
has Kirk and co discovering 
God (who else?), but not 
before they have had a chance 
to take shore leave on Nimbus 
III, the Planet of Galactic 
Peace, which has a town 
called Paradise where 
Earthlings, Klingons and 
Romulans go Cosmi- 
Pontinental and live in holiday 
co-ops which just don’t work 
out (so flatsharing’s bad, 
what’s new?). 

Paradise, constructed in 
California’s Mojave Desert, 
was built using pieces of 
rusted steel from an 
abandoned sluice mining 
operation. Also of interest is 
the Enterprise’s new one- 
hundred foot by forty-five foot 
shuttle landing bay — an area 
just large enough to film the 
crash landing of a nine- 


THE HORROR FX 
COOKBOOK 

The use of foodstuffs to simulate 
gore sounds like it went out with 
the ark, but no, the kitchen 
cupboard still holds the contents 
of many a good splatter flick. 

TOMATO SAUCE 

This one is definitely no more, not 
even the finest, poshest 
champagne ketchups look 
remotely like blood. It’s now 
produced by the barrel using 
artificial ingredients and blood 
formulae. 

STRAWBERRY JAM 

Believe it or not the odd jar of 
Robinson’s is still used to provide 
base coatings. 

WATERMELONS 

Sliced up and dipped in the 
strawberry jam it actually looks 
like raw flesh, with the other 
benefit, of course, for carnivore 
movies that it’s edible. Bleeee!! 

GOLDEN SYRUP 

Mixed with food colouring this 
makes good sticky, coagulating 
blood and once again, yum, yum, 
pig’s bum — it’s edible. 

OFFAL 

Used in many a gore scene, 
chicken livers and lamb’s 
kidneys look understandably 
effective. Truck loads were used 
in ‘Alien’. 

CHOCOLATE SPREAD 

A tub of this with peanut butter 
and you end up with a pretty good 
substitute for... 

So what’s the recipe today, Jim? 



























thousand pound shuttle craft. 

The shuttle was built by 
Mechanical Effects 
Supervisor, Mike Wood, who 
used a revolving set, plus 
sparks and steam during the 
sequence. A feature of the 
landing bay is a series of 
parallel runway lights using 
three hundred and thirty in 
total, plus twenty-one 
thousand feet of wire and 
enough voltage to make an 
electricity privitisation ad. 

Digitisation makes its 
comeback, too, with 
California’s I.P.A.C. (Infrared 
Processing and Analysis 
Center) loaning state-of-the- 
art graphics screens, obtained 
by infrared satellite telescope 
photography, to enhance the 
attraction of the outer space 
settings in this latest Star Trek 
adventure. 

Sadly, the movie’s poor 
boxoffice performance in the 
States makes it seem likely 
that the subtitle will be a 
prophetic one for the 
Enterprise and her ageing 
crew. 

If there’s one big concept 
that has emerged from 1989 it’s 
the re-birth of the underwater 
monster movie, a genre that 
has been noticably absent 
from cinemas since all those 
appalling Jaws rip-offs killed it 
stone dead in the mid-70s. 

Awaiting release shortly are 
Deepstar Six, Leviathan, Lords 
Of The Deep, and the most 
eagerly anticipated of all, 
James Cameron’s The Abyss. 
Cameron has been 
responsible in the past for The 
Terminator and Aliens , which 
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NYTHING GOES. One of the 


cheapest, and often used, 
special effects prop is a bot¬ 
tle of toilet cleaner. In the 
most recent Flash Gordon 
film, the lurid skies of 
Emperor Ming’s planet were 
created by filming coloured 
liquids which were poured 
onto the surface of a huge 
tank of water. One of the 
most effective colourants 
was the stuff you pour down 
the loo — and the set didn’t 
half smell sweet. 




means that if he’s on form third 
time out then we’re in for a 
visual treat. 

In fact The Abyss is far and 
away the most expensive of 
the four, with a budget that 
started out at thirty million 
dollars and grew to almost 
double that, making it one of 
the most costly movies ever 
made. The main reasons for 
this were Cameron’s 
legendary perfectionism and 
his decision to shoot all the 
underwater footage for real in 
a tank filled with 7.5 million 
gallons of water, building 
massive sets inside. 

The plot of the movie (which 
stars Michael Biehn of Aliens 
and Terminator fame) 
concerns how the crew of an 
underwater drilling operation 
2,000 feet below the 
Caribbean are enlisted to help 
the sunken USS Montana, a 
nuclear sub incapacitated by 
an extraterrestrial force, sitting 
on the brink of the Cayman 
Trough. Advance reports 
would seem to suggest that the 
mood of the picture is similar 
to that of Spielberg’s Close 
Encounters Of The Third Kind, 
with ethereal aliens that are 
translucent, and manta-ray¬ 
like humanoids with glowing 
fibre-optic veins. 

Certainly no expense has 


OOTS TOYS 

Goldfinger; Aston Martin DB5 
with oil slick, ejector seat, hom¬ 
ing device, bullet proof shield 
and forward firing machine 
guns. Thunderball; aqualung 
with shark guns attached. You 
Only Live Twice; ‘Little Nellie• 
autogyro with aerial mines, 
heat-seeking missiles and rear 
flame thrower. Diamonds are 
Forever; moon buggy stolen 
from NASA. Live and Let Die; 
magnetic watch, compressed 
gas powered Magnum. Moon- 
raker; gondola-cum-hovercraft, 
speed boat with hang glider 
aboard. 


been spared to bring them to 
the screen. The effects budget 
on the picture has been 
tagged at an astronomical $16 
million, a great deal of which 
apparently went toward 
creating a computer-animated 
effect of an alien-instigated 
tidal wave for the film’s finale. 
Beach onlookers see the 
massive wave well up and 
transform into a translucent 
tentacle of water which 
sprouts the heads of the film’s 
main characters. Sounds like 
The Abyss is going to be 
something special. It opens 
here in October. 

One thing that Cameron has 
had to contend with is the fact 
that water has always been the 
special effects crew’s greatest 


An artist's rough, such as the 
one shown here, will be taken 
from the storyboard and given 
to the special effects team. 

This one shows the customised 
Aston Martin Lagonda from the 
Bond film, The Living Daylights, 
complete with details of side¬ 
firing lasers, hidden rocket 
launchers and outrigger ski 
fittings, all of which starred in 
the film. 


enemy. The problem with the 
stuff is that, even under closed 
set conditions, particularly 
when shooting in minature, its 
surface tension is erratic. Who 
hasn’t seen a movie sequence 
with a helpless model boat 
bobbing ridiculously on an 
oversize wave (or even worse, 
a wave made of cellophane?). 

Cameron does, however, 
have the omnipresent 
Industrial Light and Magic 
crew at hand to master the 
elements. One thing that the 
film makers have done is to 
simulate the darkness of the 
deep sea by dumping millions 
of polystyrene beads on the 
tank water’s surface, providing 
a semi-opaque barrier. 

Another eagerly awaited 
project, and one which had 
also made use of IL&M’s 
expertise is Ghostbusters II. 

Four years have passed 
since the Ghostbusters were 
last called into action, but now 
they are broke — having been 
sued for the damages caused 
by the giant Stay Puft 
Marshmallow Man, which 
wrecked half of Manhattan in 
the first film. Dr Peter 
Venkman (Bill Murray) is now 
a cable TV chat show host; Ray 
Stanz (Dan Akroyd) and 

Continued on page 84. 
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ALL OUR AMIGA A500 PACKS CONTAIN MACHINES 
WITH THE FOLLOWING STANDARD FEATURES 

•51 2K Ram • Built-in Speech Synthesis 

• 1 Meg Disk Drive #Two Operation Manuals 
•4096 Colours •Operating System Disks 

• Multi Tasking •All appropriate Connecting Cabl 

• Mouse _. i 
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0 *^ PACK 2 contains the super 
"Powerplay Pack 1" plus a Philips CM 8833 
colour monitor - See those games - Hear those 
games . . . WITH ADDED REALITY! 


ACCESSORIES 

TAILORED AMIGA VA Q r 

DUST COVERS 0NLY 

(Also available for most monitors/printers etc.) 

JOYSTICKS . . . 

ZIPSTICK SUPERPRO 

Professional quality wife feat "Patfect FooT, 
autofre, 12 month warranty 

MICROBLASTER 

COMMODORE . . . 

A501 RAMPACK 

Gontino CBM 512k EXTRA RAM wife real turn 
dock, does NOT invafidatB Amiga warranty! 

CBM 3.5" DS/DD 
BLANK DISKS 


Take our NEW Powerplay Pack 2 and add a 
Commodore MPS 1230 printer for that 
'COMPLETE AMIGA HOME 
ENTERTAINMENT SYSTEM' 0 fl IV* * * 

To substitute the MPS 1230 for another 4 

printer in our range, simply deduct "/ J | 

£139.95 and add the price of the JL* i £ 0 * 1 
alternative chosen. " 


Take our NEW Powerplay Pack 3 
replace the games software with an 
extensive business package . . . 
THE WORKS- Integrated w.p., mail 
merge, spreadsheet, pro database, 
multicolour graphics etc., etc. 

To substitute the MPS 1230 for another 
printer in our range, simply deduct £ 139.95 
end add the price of the alternative chosen. 


£ 14.95 


SULK PACKED DISKS 

Ten 3.5" DS/DD Disks f#f 
OR with library case *•«« 


£ 9.95 

£ 10.95 
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POWSRPLAY PACK 2 


If you thought Powerplay Pack 1 
was good value just look at 
our Powerplay Pack 2! 


GRAPHICS HARDWARE 

SUPER PIC 


DIGIVIEW GOLD 

Digitise static colour images in IFF 
format at ad resolutions from 2 to 
4096 colours up to 640 x 400 
pixels (requites B & W, or colour 
with B & W mode video camera, 
to digitise in colour} 

only £ 139.95 


PANASONIC 
VIDEO CAMERA 

High quality, high resolution mono 
video camera. Ideal for digitising, 
supplied with lens, mams powered 

only £ 249.95 


CAU. FOR DETAILS AND PRICES 
OF ILLUMINATED COPY STAND 
FOR VIDEO CAMERA DIGITISING 
OF STILLS EG. PHOTOGRAPHS, 
GRAPHICS ETC. 


Brand new product realtime instant 
colour frame grabber from moving 
videa Capture superb digitised video 
images in a range of resolutions from 


such as your domestic home video 
recorder or video camera in a 50th of 
a second. Includes Genlock to overlay 
Amiga graphics onto moving videa 
Supports el Amiga resolutions 
including Interface and Overscan. 

only £ 549.00 


MINIGEN 

Add computer graphics to your own 
video easily! Connect to your Amiga's 
RGB port ai 
equipment to 


MOVIE MA6IC AT ONLY. 

£ 113.85 


HARWOOD'S - THE NAME YOU CAN TRUST 4 


ORDERING MADE EASY 

ORDER BY PHONE-Simply call our 24hr Hotline 
using your Access/Visa or Lombard Charge Card. 
ORDER BY POST-Make cheques, bankers-butiding 
society drafts or postal orders payable to GORDON 
HARWOOD COMPUTERS (N.B. Personal or 
business cheques require 7 days clearance from 
date of receipt before despatch) 

PAY AT YOUR BANK-lf you wish to pay by Credit 
Giro Transfer at your own bank, phone for details 
FREE POSTAL DELIVERY goods in UK Mainland I 
(5-7 day delivery) OR COURIER SERVICE - Add 
£5 per major item next working day delivery j 
UK Mainland (Orders normally despatched on 
day of receipt of . payment or cheque clearance 
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COMPARE OUR SERVICE 

After you've purchased from Harwoods we'll 
still be here to completely satisfy you should 
any problems arise. 

12 MONTH WARRANTY - If goods prove to be 
faulty within 30 days of purchase they will be 
replaced with A NEW UNIT. For the remainder of 
the Guarantee Period, all warranty repairs will be 
made FREE OF CHARGE! 

COLLECTION FACILITY-Any faulty computer or 
monitor will be collected from your home FREE OF 
CHARGE within this Guarantee Period!!! 

FULL TESTING PROCEDURE-AII computers are 
thoroughly tested prior to despatch. 


mjm CREDIT TERMS 

Gordon Harwood Computers are licensed brokers 
and facilities to pay using our Budget Account 
Scheme are offered on most items. APR 35.2% 

12-36 month credit sale terms are available to most 
adults, simply phone or write and we will send written 
details along with an application form. (Applications 
are required in advance.) 


Credit terms with or without a deposit can 
be tailored to suit your needs. 






























PRINTERS 

All printers in our range are dot matrix and include 
the following features . . . 

Standard centronics parallel port for direct connection 
to Amiga, PC's, ST, Archimedes etc. Tractor and friction 
paper feeds and FREE connector cables. 

CITIZEN 1200 Full 2 year warranty 

Veiy reliable low cost printer, interchangeable interfaces 
available for RS232 or Serial type for CBM 64 etc. €149.95 

COMMODORE MPS 1230 
Manufactured by Olivetti, built in dual Centronics and 64 type 
serial interfaces. Connects to C64/128/16M and 
Amiga etc. E139J5 

STAR IC10 MONO 

Multiple font options from front panel, excellent paper handling. 
C64/128 version available. £179.95 £190:35 

STAR LC10 COLOUR 

Colour version of the popular LC10, allowing the effect of full 
colour on screen dumps (requires colour printer driving 
software). C64/128 version available. £209.95 £23035 I 
STAR LC 24 10 

24 Pin version of the popular LC series with exceptional letter S 
print quality. £349.95 j 


MONITORS 

COMMODORE 1084 

Manufactured by Philips, 14" High Resolution Colour, 
Single Speaker, Allows full use of your Amiga's 80 
column text display and High Resolution or Multi-Colour 
Graphics Modes. 

A Zl'uf £909 

AT ONLY / 


aiso available bU mb version £475 

includes 1 yr. replacement warranty FREE, optional 2 yr. available 

COMMODORE A590 20Mb HARD 
DISK FOR AMIGA A500's 

• Autoboot on Amiga 
(1.3 Kickstart only) 

• Sockets for 2 Mb RAM 
expansion 

• DMA 

VORTEX 40 MEGABYTE HARO DISK 

New concept in disk storage 

• Amiga A500/1000 XMT A 

(others available) L 

HARWOODS SUPERSLIM 3.5" DRIVE 

• Throughport £>Q A HIT 

• On/Off isolator switch 

CUMANA DISK DRIVES 

CAX 354 CAX 1000 

3.5" 2nd Drive 5.25" 2nd Drive 


NEW 


FREE! PRINTER CABLES 


10 FREE BLANK DISKS 
(Worth £10.95) 


SAVE MONEY 
SAVE DATA! I 


A38 

Mansfield 


JCTN 

28 


A38 

DERBY 


A61 

Ripley 


OPENING TIMES: Mon- S*9am- 5.30pm 
Weds 9am - 1pm. Sun Closed c 


CHECK OUT DEALIN' DIEGO'S 
AMAZING OFFER ON STAR 
PRINTERS - BUT HURRY III 


PHILIPS CM 8833 

14" stereo colour monitor with anti-glare tube and green 
screen switch for even better clarity of text! 

SUPER 
SAVER 
AT ONLY 


AEGIS VIDEO TITLER £99.95 

Use with Genlocks, e.g. Minigem etc. 

THE WORKS £79 05 , 

Integrated w.pL, madmerge, spreadsheet pro 1 

database, multicolour graphics etc. 

WORKBENCH 1.3 £|4J5 

Latest version of Amiga O.S. 


4&24HR ORDER LINE -0773 836781© 


VISIT OUR SHOWROOM 

Please call to see us where our full range of 
advertised products AND MORE is on sale. We 
will be only too pleased to demonstrate any item 
of hardware or software and a host of peripherals 
and accessories. 

REMEMBER WE ARE NOT JUST 
ANOTHER MAIL ORDER COMPANY 

All prices are what YOU PAY, and there are 
NO HIDDEN EXTRAS. VAT & Postage are included 
and are correct at time of going to press. 

^ ®Offers subject to availability and are currently 
advertised prices. 
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Continued from page 81. 

Winston Zeddemore (Ernie 
Hudson) earn their crust by 
performing at children’s tea 
parties. Meanwhile, techno¬ 
freak, Egon Spengler (Harold 
Ramis) is, as always, a techno¬ 
freak and wrapped up in 
doing university research. 

The principle villains are 
Vigo, who’s vaguely 
Scandinavian and is trying to 
take over the body of Dana 
Barrett’s (Sigourney Weaver) 
eight-month-old son; the 
second is an evil river of slime 
which runs through the Big 
Apple’s sewers and which 
grows in response to New 
Yorkers’ ‘negative vibes’. 

The slime is a gungy 
mixture of a vegetable-based 


NDUSTRIAL LIGHT AND 
MAGIC. What do Indiana 
Jones and the Last Crusade, 
Star Trek V, Ghostbusters II 
and Abyss have in common? 
They have all made use of 
George Lucas 1 special 
effects company, Industrial 
Light and Magic. 

IL&M first drew attention 
for the work it did in Star 
Wars . Since then it hasn’t 
looked back — quite simply, 
Mr Lucas has the sort of 
dosh which enables him to 
buy the very best. If you hire 
IL&M this is what you get: a) 
a number-crunching super 
animator which provides 
more pixels per pound than 
you’d ever imagine; b) the 
very latest in ’go-animation’, 
the opposite of stop-ani¬ 
mation — the models move, 
the camera keeps rolling; c) 
a whooping great bill. 




substance called Methocel 
and universal food colourings. 
One hundred gallons of the 
muck were made with various 
consistencies and hues, 
depending on whether it had 
to slither or to ‘star’ in close- 
up. For the scenes in which it 
slithered, diamond dust was 
pumped into it and the speed 
of the camera adjusted. When 
the slime is propelled, it 
glistens and appears to boil 
and to bubble. 

And the spooks are back, 
still stretching and swooping 
in their animated glory. Other 
special effects to look out for 
include a portrait which comes 
to life in New York’s Museum 
of Art and a stop-motion, 
walking Statue of Liberty, 
which the Ghostbusters enlist 
to provide truth, justice, mom’s 
apple pie and to help ward off 
the slime. Back to water, for a 
moment, and the spray which 
came out of fire hydrants 
during the earthquake scenes 
in Ghostbusters I was, in fact, 
made from sand. Cheating, 
perhaps, but the effect is a lot 
more plausible than if water 


had been used. 

And so it goes on. 
Hollywood continues to play 
the sequel game, and so very 
shortly, as well as 
Ghostbusters II, we will also 
be seeing Ahens III, Robocop 
II, Exorcist III and Texas 
Chainsaw Massacre III, among 
a host of others. Some of these 
will be good, some will be 
bad, and some will probably 
be downright ugly. Never 
mind, you may want to see 


Minature sets needn’t be that 
minature, as this Gotham City 
backlot from the new Batman 
proves . Large miniatures have 
one main advantage in that 
they’re easier to light. Oh, and a 
couple more Bat facts . You may 
have heard about Batman’s 
arsenal but what about the 
Joker’s? Here it is: a ludicrously 
long-barelled gun, acid flower, 
hand-on-a-spring, telescopic 
boxing glove, poison quill pen 
and high-voltage ring . 

them all anyway, if only to say 
afterwards ‘Great effects — 
shame about the movie...’ 


Wooden trucks blow up best — from Licence to Kill. 
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Moviegoers will Have a while 
before they get a chance to see 
Twenty First Century's Captain 
America, but Steve James spoke 
to its Special Effects Co¬ 
ordinator, Terry Frayzee, who is 
a veteran of many a fantasy 
movie, including the excellent 
Bladerunner and the recent re¬ 
make of The Blob. 



Please send me_T-shirts at 

£5.95+50p p&p each. 

Size M/XL. Total amount enclosed £ 
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effect? 

‘The toughest was the V-2 
Rocket sequence (Captain 
America’s mortal foe, The Red 
Skull, has aimed one at 
America). For the lift off shots 
we built a forty-foot rocket and 
launched it out of a building. 
There were lots of flames, 
smoke and Matt Salinger 
(Captain America) was 
strapped to it. 

‘The launch was achieved 
by lifting the rocket upwards 
with a crane. A rocket takes 


around a track and tilted up 
and down using motors taken 
from powerful drills. The shots 
were taken against blue and 
black backgrounds. Space 
scenes we added later using 
mattes. 

‘There were two other 
problems. One was that most 
of our location work was done 
(in Yugoslavia) in towns that 
were up to a thousand years 
old; we had very little room to 
manoeuvre equipment; the 
place was full of narrow roads 


he work of a special effects 


off relatively slowly, so the 


Captain America’s shield. Made out of high-impact plastic, there 
are three different steps to making it fly. First of all the actor is 
filmed, bending his arm, about to throw the shield frisbee-style. 
Next the shield was attached to a single wire sling shot with the 
actor’s hand on its rim (needless to say, the wire shouldn’t show up 
on the finished film). The shield was then launched. Flight shots 
were brought about by sliding the shield over parallel wires. 


and walkways and flights of 
stone steps, up to four 
hundred steps in one case. 

‘The second thing was that 
most of our locations were 
under preservation orders. 
When the Captain’s shield was 
thrown against walls, we had 
to construct phoney covers in 
front of the real article. Bullet 
hits we placed between 
rocks.’ 

Following the V-2 sequence, 
the film switches location to 
the North Pole, where the 
Captain and the rocket have 
crashed. Over forty years 
later, he is found frozen in a 
block of ice, but the world 
needs him back: The Red 
Skull, still very much alive and 
kicking, has kidnapped the 
US’s President. So how did 
Terry thaw out our hero? 

‘We used two blocks: the 
first one was made out of 
plexiglass, the second from 
temperate glass. We filled the 
plexiglass case with hypo, 
which is a fluid used in 
developing film and which 
although a liquid, actually has 
an ice-like appearance. The 
glass cube was blown up, and 
the sequence ends with a 
close up of the actor covered 
in shaved ice.’ 

Captain America opens 
shortly in the US, and by all 
accounts it’ll be a goodie. But 


we couldn’t leave Terry 
without asking him for one of 
those ‘interesting’ Hollywood 
‘anecdotes’... 

‘When I started as a junior, 
one of the main ways of 
creating a blizzard would be to 
paint oatflakes white and for 
someone to throw them in 
front of a giant fan. We used to 
keep the oats in big 
cannisters, often we’d get boll 
weevils growing inside. Of 
course, they’d be thrown in the 
air, along with everything else; 
a lot of actors used to end up 
with larvae hitting them in the 
face or in the mouth. They 
used to sting quite a lot, — but 
that — as they say — is 
showbiz.’ 

The Red Skull circa World War 
Two at a Nazi league meeting. 





i 












IT’S SHOWTIME! 

I t’s that time of year again. The 
football season is back underway 
and the PC Show is upon us. 
Between September 27th and the 1st 
of October you’ll be free to head 
down to Earl’s Court and see the 
latest games from the software 
houses, play demos of their 
Christmas releases, and harangue 
companies about the quality of their 
product. 

We’ll be there with the writers you 
love to hate, bargains galore, the 
latest coin-ops on freeplay and best 
of all, the latest issue of CU on sale. 
What’s more we’re giving you money 
off too, just cut out the coupon below 
and present it at the door for a 50p 
discount. 


THE 

MONEYGOROUND 

Are the software houses ripping you 
off? Where does all your cash go, and 
how come even the tea boy at US 
Gold has a Porsche? We take a look 
at the costings, pricing and 
overheads of the software industry 
and tell you exactly who’s getting the 
best deal. 

REVIEWS 

We know we’ve been promising it for 
a couple of issues but despite what 
you’ve seen elseswhere Xenon II 
wasn’t reviewable for this issue, but 
we’ll have it next month honest (well 
that’s what Mirrorsoft said). Plus 
reviews of Batman, Summer Games 
II, Rainbow Warrior, Quartz and 
APB. 


See you September 26th. 


And so it goes on. 

Hollywood continues to play 
the sequel game, and so very 
shortly, as well as 
Ghostbusters II, we will also 
| be seeing Aliens III, Robocop 
■ II, Exorcist III and Texas 
J Chainsaw Massacre III, among 
I a host of others. Some of these 
| will be good, some will be 
. bad, and some will probably 
" be downright ugly. Never 
| mind, you may want to see 

| Wooden trucks blow up best — 


mi nature, as this Gotham City 
backlot from the new Batman i 
proves. Large miniatures have 
one main advantage in that 
they’re easier to light. Oh, and 
couple more Bat facts. You md 
have heard about Batman’s 
arsenal but what about the 
Joker’s? Here it is: a ludicrousi\ 
long-barelled gun, acid flower, 
hand-on-a-spring, telescopic 
boxing glove, poison quill pen 
and high-voltage ring. 

them all anyway, if only to say 
afterwards ‘Great effects — 
shame about the movie ...’ 

from Licence to Kill. 








0 









Please send me_T-shirts at 

£5.95+50p p&p each. 

Size M/XL. Total amount enclosed £. 
Please make cheques payable to 
Commodore User and send to: 
Commodore User T-shirt offer, 

14 Holkham Road, Orton Southgate, 
Peterborough, PE2 OUF. 

Name. 


MODELLED BY THE MOST 
DYNAMIC TEAM IN THE 
BUSINESS 

Guaranteed to create jealousy in all 
your mates, this exclusively designed 
T-shirt is a MUST for all serious CU 


Address 


readers. 


To get one before THEY get you just 
fill in the coupon and send it along with 
a cheque for £5.95+50p p&p. 


Please allow 28 days for delivery. 








































GREENPEACE 
COMPO 

Thanks to Greenpeace, 
who have donated six 
copies of their latest 
album. And we here have 
been far too kind by giving 
away a copy to the first 
people to tell us that the 
Rainbow Warrior was sunk 
in New Zealand, and they 
are: J. Temple, Essex; Vin¬ 
cent McDermott, Salford; 
Craig McFarlane, New¬ 
castle-under-Lyme; Andrew 
Russel, Gwent; Robert 
Crosbie, Glasgow; Stephen 
Frampton, Coventry. Your 
really fab records will be 
with you before you can 
spell chloro f luoro carbons. 

THUNDERBIRDS 

COMPO 

“Crikey Virgil!" What Jeff? 
Did you know that Gerry 
‘Strings’ Anderson pro¬ 
duced UFO and Space 
1999 without the aid of 
puppets? Gee dad that’s 
swell, but how did you 
know? Well the June issue 
prodded our memories. It 
had a competition to win 
ten copies of us on video, 
and the people who told us 


were Ian Slator, Herts; Mr 
J. Bibbert, Essex; Robert 
Watson, Manchester; 
Brendan Pheonix, Man¬ 
chester; Stephen Framp¬ 
ton, Warwickshire; Vincent 
McDermott, Salford; Nev 
Fadrius, Mossley; Craig 
Whittle, Wrexham; Kevin 
Gunther, Goole; C.J. Bar¬ 
ker, Staffs. 

TOLKEIN COMPO 

Fwas a mystic time past. A 
time of chaos, a time of 
strife. There lived a man 
named Sauron who forged 
the one ring. It came to 
pass the ring was be¬ 
queathed to Frodo by Bil¬ 
bo. Inscribed on the ring 
was ‘One ring to rule them, 
one ring to find them, one 
ring to bring them all and in 
the darkness bind them.’ 
Those who told us correct¬ 
ly were Colin Hayward, 
London; D.W. Froude, 
Middx; N. Falconer, Ding¬ 
le; Pierre Le Marre, Guern¬ 
sey; Lee Blebford, Stret¬ 
ford; Craig Burkenshaw, 
Reme; Jason Carter, 
Luton; A. Grey, Wigan; 
Wim Castermans, Bel¬ 
gium; Darren Bowling, 
Essex. These minions shall 
be receiving copies of the 
game plus the book. 


CUT THIS OUT AND GIVE IT TO YOUR NEWSAGENT 


Youve nobody to 
kick but yourself. 


.. .if you don’t tell your local newsagent to reserve you a 
copy of the month’s raddest read. So cut this out, hand 
it over and relaaaaax... 

Please Mr Newsagent reserve me a copy of 
Commodore User every month 
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pace may be the final 
frontier in Jim Kirk’s 
eyes, but when it comes 
to the slightly more down-to- 
earth world of the coin-op, wa¬ 
ter is definitely the least ex¬ 
plored territory. Taito’s latest 
attempts to redress the balance 
by planting you in the cockpit of 
a turbo-charged and heavily 
armed motorboat scudding 
through waves full of nasties. 

The controls aren’t radically 
different from those you would 
find in your average driving or 
flying coin-op, except that as 
well as steering, shooting and 
special weapons controls 
you’ve also got a single 
‘bounce button’ which lifts your 
tub briefly out of the water and 
allows you to glide safely over 
semi-submerged obstacles. 


TAITO 


You start the game cruising 
along a twisting river, its banks 
flanked with gun towers and 
with choppers filling the sky 
overhead. You can blast away 
with your standard mounted 
gun, or use your limited but 
more deadly homing missiles. 
Sometimes the river suddenly 
forks and, just like in Out Run , 
you’ve got to choose between 
routes if you don’t want to 
become involved in a Live-And- 
Let-Dle -style smash. Logs and 


mines block your path, and swamps, with the whole screen 
ramps allow you to sail through to steer through (but of course 
the air. with plenty of extra obstacles in 

At the end of each level there the form of islets, sandbars and 
is a super-baddie. In level one rocks to avoid). And, of course, 
it’s a giant helicopter gunship, enemy boats, planes, hover- 
and subsequent levels feature craft and choppers abound in 
dams bristling with armour and increasingly large numbers, 
heavily armed hovercraft. The scenes in which the cli- 

The opening scenes don’t mate changes are particularly 
give you much scope for weav- pretty. You can’t complain too 
ing about the screen, but in much about the controls either, 
later levels you find yourself the handling of your boat is 
zooming across lakes and responsive, and with a bit of 

practice you’ll be weaving and 
bouncing past obstacles and 
enemies as slickly as any pilot 
v-rr; would in an aerial shoot ’em up. 


Somehow, despite the fact 
that it’s set in the drink rather 
than on dry land or in the sky, 
Aquattack doesn’t really seem 
radically different in gameplay 
terms to games like Afterburner 
or the driving scenes in Opera¬ 
tion Thunderbolt. But it’s a well- 
turned-out and bracing little 
spot of blasting all the same; 
and if you can’t afford to go 
powerboatfng this summer, 
well perhaps a spin in this at 
your local pleasure dome might 
help you forget your troubles 
for a while. 


i SOUND 

70% 

GRAPHICS 

78% 

PLAYABILITY 

74% 

CONVERTABILITY 

72% 

OVERALL 

76% 



























































STREAK 


As upright versions of 
Namco’s Winning Run start to 
flood the UK’s arcades, Phil 
Harrison describes how the 
Japanese company 
developed one of the best 
racing games yet to be seen. 
























T here’s one reason, one circuit, other cars and trackside The result is a technically and 
overriding reason why, objects. The one thing that visually stunning graphic en- 
when you get to their brings Winning Run to the head vironment that is very fast in- 
offices, you know you’ve found of the racing genre is the detail deed. Added to this is a palette 
Namco. Apart from the fact it’s and realism of the graphics. chip capable of displaying 4096 
in a tiny suburb of Tokyo which The game uses a graphic sys- colours on screen at once from 
you re unlikely to have any tern similar to that seen in 16-bit a choice of over 16 million, and 
other reason to visit, there’s a games such as Starglider II and an on-screen resolution cap- 
huge PacMan painted on the Voyager, where each object dis- able of showing the finest de¬ 
wall outside. It’s as instantly played on screen is made up of tail. 

recognisable a piece of brand- filled vector graphics. Although The game itself is housed 
ing to gamers as a coke bottle, this principle is not new in inside a futuristic looking cab- 
si pair of Levis or a Harley gaming, the sheer speed, re- inet that has the now obligatory 
Da J" s 1 ? n - u .. , 4 solution and detail created by ability to move around in re- 

• . Wa »u ? hrou 9 h the fr ° nt door the Namco programmers is sponse to the driver’s control 
into their reception and you re literally breathtaking. The cabinet itself is subject to 

confronted by a robot which The graphics are created us- some fairly important advances 
bursts into life dispensing all ing a patented combination of as well. In the past, moving 
kinds of information in Jap- hardware and software called cabinets have worked on a prin- 
anese. To get any further you the “System 21 Polygoniser” — ciple governed by hydraulic 
have to use a touch sensitive a shared development with sis- rams. Winning Run, however 
* TV S u r !! n and a t ? le P hone link ter company Atari Games which uses a more powerful system of 
to a hidden operator. was also used to produce Hard electric rams and runners that 

Winning Run is a race game Driving. Winning Run uses the give the game a far greater feel 
— based on the thrills and spills latest and most powerful in- and sensitivity. 9 
of ^mula 1 Grand Prix — carnation of the system which The Namco programmers 
where the player hurtles around took over three years to create, took this new-found freedom of 
fhl aC ?h traCk deterr r , ' ned, ° &•** The heart of the graphics sys- movement into account when 
the other cars on the circuit in tern is powered by an awesome tailoring the playability of the 
order to win the race. This is combination of four advanced game — making it essential to 
pretty much standard fare for 16-bit processors and a further master the tail slide and drift of 
racing games, and is a proven three 8-bit Z80’s which allow the car as you take corners, 
formula. 1000 polygons (the basic build- This is certainly a departure 

The view out of the cockpit of ing blocks of vector graphic from previous cabinets where 
your Formula 1 racer is a stan- games) to be displayed and the movement became an 
dard simulated 3D view of the moved 60 times every second, annovance rather than an an. 


hancement to the game. 

The cabinet is supplied with a 
six speaker stereo system that 
reproduces the sound effects 
and music generated by the 
game with alarming effective¬ 
ness. The machine i played had 
the volume pumped up very 
loudly — making the whole 
game a complete, sensory ex¬ 
perience. To buy the complete 
rig will set you back about 
£ 10 , 000 . 

The Namco HQ, in Tokyo, 
houses nearly all the program¬ 
mers, artists and musicians 
who create the products. Win¬ 
ning Run is the first release 
using the System 21 Polygonis¬ 
er, but Namco have made it 
clear they wouldn’t invest three 
years of time and money in just 
one game! They also indicate 
that any future releases 
wouldn’t have to be race games 
— since the technology is ap¬ 
plicable to all game types. 

Meanwhile, Winning Run is 
highly recommended as the 
best, true racing game yet. 

... with thanks to Mr Kowai and 
Mr Suzuki of Namco Corp, 
Tokyo, Japan. 






























Serial clock 


0 I have a Commodore 
DPS1101 printer which, 
without going into a long 
story, I acquired recently. I 
have been trying to connect it 
the serial port on an IBM PC, 
but so far without success. 

The problem is that I do not 
know which line does what. 
What is the serial clock line 
for and how do I connect it to 
the printer? Can I get hold of 
a cable to connect the printer 
to the PC. If not can you tell 
me which connections I need 
to make to get the printer 
working? 

I am afraid you are in grave 
danger of damaging either 
the printer or the computer 
(or both!) if you persist in 
trying to connect two 
incompatible devices such as 
these. The DPS1101 printer 
uses an IEEE serial 
connection which is only 
used by Commodore 
equipment. The IBM PC 
serial port uses the RS232 
V24 protocol which is 
completely different. 

There is no simple way to 
convert one to the other 
(unless you have the 
necessary electronics 
knowledge) since, as far as I 
know, nobody produces an 
RS232 to serial IEEE 
interface unit. The 'serial 
clock’ line is used to ensure 
that both ends of a serial 
link are working to the same 
clock rate and is not 
normally used with 
asynchronuous comms such 
as a printer connection. If 
both devices were RS232 it 
would be possible to operate 
with just 3 wires; TX, RX and 
signal ground, provided the 
baud rate was low enough to 
cause the printer buffer to 
overflow. 

Unless you have a 
reasonable knowledge of 
serial communications and 
the necessary test equipment 
such as a breakout box , 


trying to get serial devices to 
talk to each other can be a 
very frustrating exercise. You 
would be much better getting 
a parallel printer for the IBM 
PC and saving yourself a lot 
of time. 


Sound & vision 


O I am considering 
upgrading to an A500 and 
would be most grateful if you 
answer some questions for 
me. 

1) Is the GS4000 a colour 
scanner and what sort of 
accuracy does it have? 

2) I have a keyboard with 
audio in and out sockets. Can 
I connect this to the A500 and 
can I use the computer to 
control the keyboard? 

3) Is the 1802 monitor 
suitable for the A500? 

The GS4000 is not a colour 
scanner in the sense that you 
can get a reproduction of the 
colours of a scanned 
photograph for example. It 
can be used to scan colour 
pictures, but what you get is 
a 'grey-scale’ image where 
the scanner software 
attempts to represent 
different colours as shades 
of grey. You could then try to 
reproduce the colours using 
a graphics program such as 
DPaint. However, the best 
you can get is 16 shades of 
grey, it isn’t a simple process 
to ' re-colour’ B & W. 

As for accuracy, the 
scanner head is only 105mm 
wide, about 4 inches, so 
anything wider than that has 
to be scanned in 2 or more 
passes which then have to be 
lined up; not an easy job at 
all. While the scanner does 
have to be moved at a fairly 
constant speed, the scanner 
software can relate the speed 
of the scanner to the rate of 
change of data, so allowing a 
reasonable margin without 
distorting the image too 
much. However, you do have 


to keep the scanner straight, 
otherwise the image will be 
' slewed’ and unusable. 

With regard to MIDI, you 
must have a keyboard which 
has MIDI serial ports, not 
audio ports, if you want to 
use it with the Amiga. A MIDI 
inteiface for the A500 can be 
found for around £25, 
together with the Amiga. A 
MIDI inteiface for the A500 
can be found for around 
£25, together with the 
necessary software. You can 
combine this with a music 
program such as Aegis 
SONIX which can then be 
used to drive up to 8 
instruments through the 
MIDI port. If you want a 
MIDI compatible keyboard 
system, there is a good value 
combo from POWER 
COMPUTING (Tel: 0234 
52207), consisting of a 5 
octave keyboard with 
inteiface unit, a MIDI 
connector, and a sound 
sampler, all with the relevant 
software. Price is just 
£149.99 inch As for the 1802, 
this is a low-res monitor and 
as such will not do justice to 
the A500 display even if you 
get a suitable cable. 


Interruptions 

0 I own a CBM 64 and I have 
been trying to write a game 
using mostly BASIC with a 
very small bit of machine 
code. However, I am having a 
problem with detecting 
interrupts using the collision 
register. The problem is that 
the register appears to detect 
some collision detection 
routine. Can you suggest 
what might be wrong and 
how I can solve this problem 
as I can't finish my program. 
Secondly, can you tell me if 
there are any books for the 64 
about graphics etc, other 
than the book by Rae West? 

Your problem could stem 
from the fact that each time 


you read the collision 
register it resets itself. Thus 
if two collisions occur 
together then reading the 
first one will clear all the 
others as well. The way to 
read the collision register is 
to copy it to another location 
and then check the latter 
register. The second point is 
that is is difficult to check 
sprite collisions properly in 
BASIC compared to m/c, 
because the interrupt 
routine in m/c is that much 
faster and causes a jump to 
a routine which you can 
divert to your own piece of 
code. If you must do it in 
BASIC then the routine is to 

A) copy the collision register 
to one of your own locations, 

B) test this register (address) 
to see which sprites have 
been involved in a collision, 

C) take the appropriate 
action if a collision found. 
However, this will all take a 
long time and you really 
should try to develop a m/c 
response which will be 
triggered automatically. 

While there are several 
programming books around 
for the C64 which deal with 
specific aspects of 
programming, such as 
graphics or sound, there are 
not very many which deal 
with such a wide scope of 
subjects in the way Rae 
West’s book does. If you are 
interested in graphics and 
m/c games routines however, 
then there is a book by Paul 
Roper called 'machine code 
games routines for the 
Commodore 64’, published 
by SUNSHINE (ISBN 0- 
946408-47-5) costing £6.95. 
This has lots of routines, 
such as a collision detection, 
smooth scrolling, animation 
etc which you would find 
invaluable. 


Play it again 


9 I would like to be able to 
record the output from my 
Amiga onto a video recorder 
and then play it back. What I 
want to do is to play a game 
and then be able to show my 
friend on his video recorder 
what happened. Is there any 
way of doing this? I would be 
most grateful for any help 
you can give me. 

All you have to do is to use 
the TV modulator and 
instead of connecting the 
output lead directly into the 
TV, you connect it to the 
antenna socket of the video. 
You then attach the TV to the 
video in the normal way. You 






























can now tune one of the 
video channels to the output 
channel of the Amiga in the 
same way you would tune in 
the TV. By switching the TV to 
the video channel you can 
both watch what is 
happening and by setting the 
video to 'record'you will 
have a recording of 
everything you see on the TV. 
The one difficulty is in the 
quality of the recorded 
picture. In the same way that 
not all TVs can cope well with 
this, so some video 
recorders suffer from 
considerable distortion 
when faced with saturated 
signals. There is no simple 
method of telling whether 
your video will handle the 
computer output other than 
to tty it and see. 


Useable? 


® I have a CBM 64 with an 
MPS1200P printer. I am 
thinking of buying an Amiga 
500 and want to know if the 
MPS1200P can be used with it. 
I have been told that they 
cannot be used together, but I 
was hoping that you could tell 


me for certain whether this 
was true or not. 

As far as I know the MPS 
1200P is a Centronics 
parallel version and should 
therefore be peifectly 
compatible with the A500. 
However, you may not have 
the parallel version since it 
all depends on which actual 
interface is fitted to the 
printer. If it has the round 
DIN type socket then it is the 
serial IEEE version and you 
will need a converter such as 
ACCESS-64, which allows you 
to use C64 peripherals such 
as printers and disk drives 
with the A500; price is 
around £60. If you have the 
36-way Centronics socket 
than all you need is a 
standard 25-pin D-type to 
36-pin centronics cable 
(same as an IBM printer 
cable) to connect the printer 
to the A500; price around £9. 
Both should be available 
from your local dealer. 


WP problems 


w I have recently acquired 
an EPSON MX-82 printer and 


want to connect it to my CBM 
128 computer. Is this possible 
and if not what do I need to be 
able to use the printer with 
my 128? Can I do graphics 
with the MX-82 and would I 
be able to use it with my 
word-processor which has a 
printer driver for the MX-80 
printer? 

The Epson MX-82 is a 
Centronics printer, whereas 
the CBM 128 uses the 
Commodore Serial IEEE for 
all its printers. This means 
that you will need an 
interface to convert the 
output from the IEEE serial 
port. There are several on 
the market such as the 
Graphic Jnr’ or 'Super 
Graphic’, to name but two, at 
prices ranging from £25-£99 
depending on the facilities 
available. Suppliers can be 
found amongst the 
advertisers in the magazine. 

Since the Epson MX-82 is 
the graphics version of the 
MX-80 (current printers can 
do both these days, but that 
wasn't always the case!) it 
will work quite happily with 
the driver for the MX-80, 
although some of the 
facilities that were 'extra' on 


the MX-82 may not be 
available to you. 


Comic setter 

® I am thinking about 

buying Comic Setter for the 
Amiga, but in some places it 
says you need 1 Mbyte to run 
it while somewhere else it 
says you can run it with just 
512 kbytes. Can you help me 
by telling me what memory is 
necessary to run this 
program so that I know 
whether to get the expansion 
RAM unit? 

Comic Setter requires a 
minimum of 1 Mbyte of RAM, 
one disk drive, and Kickstart 
1.2 (or higher) in order to 
operate correctly. This is 
because of the large amount 
of video RAM that is used in 
creating and displaying the 
'panels' which make up a 
Page. It can also display 16 
colour inter-laced hi-res, a 
very memory-hungry mode. 
Basically, the more memory 
you have the better, because 
then you can store more 
than one page in memory at 
a time. 


There’s only one way to slop the security guard, Tommy, take out his contact lenses. 
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TO ADVERTISE IN SELL-OUT CALL TOM GLENISTER ON 01-251 6222 


* HINDLEY 
ELECTRONICS 

COMPUTER REPAIRS 
FAST FAST FAST 
STANDARD CHARGES 

Commodore C64 £25 
Commodore C64c £29 
Commodore +4 £25 
Commodore C.16 £21 
Commodore 128 £32 
Commodore Vic 20 £18 
1541 disk drives £ 32.50 
(excluding R/W heads) 
Commodore IC’s please ring 
for details. 

Amiga 500 repairs £40 
All prices inclusive of VAT and 
return postage including insurance. 

Please ring before posting. 

3 months warranty on repairs with 
average 24 hour turn round. 
Dept C.U. 

HINDLEY ELECTRONICS 

97 Market Street 
Hindley, Wigan 
Tel: (0942) 522743 
The Standard Charges to not apply to 
machines with multiple faults. 



Ifcoi 

J£iC 64 Power Supply 
' j i CBM Plus 4 Power Supply 
|<C-16 Power Supply 
1 1530 Datasette 
1531 Datasette 

P, Serial lead (for d/drive/printer) 

:l 00 5 1 //disks DSDD 
|'103 1 /2 w disks 
I Simon's Basic 

I Prices include VAT and P&P. Allow up to 
! 14 days for delivery. Chq/PO to: 

OMNIDALE SUPPLIES (CU), 

23 Curzon Street, Derby NEl 2ES. 

Tel 0332 291219 


COMMODORE SUPPLIES 

‘ ‘ £19.95 5 

£29.953 
£12.99 [ 
£29.95 
£27.95 
£5.95 J 
£29.95 5 

s (Sony Branded) £12.951 
c Extension 19.951 


!i 


BETTING GAME Horse Racing PBM, 
exciting, skilful, addictive. Trophies, cash 
prizes. Details: M.J. Gibbard, 15 
Broadwaters Avenue, Thame, Oxon 
0X9 2DU. 


AMIGA CONTACTS WANTED. Send 
disks or lists or information to: C. 
Ochsenreither, Richard-Strauss-Str. 35, 
7114 Pfedelbach, West Germany. Write 
as fast as possible! 100% answer. 


US$ 50,000 can by yours!! Use this 
program and you will be rich! Works 
everywhere. Send £3.00 to: Daniel N. 
Mostrom, Betselv 6,550 04, Jonkoping, 
Sweden. Moneyback guarantee. 


YO! AMIGA FREAKS! I'm searching for 
some cool, fast and reliable contacts 
worldwide. Disks 100% reply. Grab a 
pen and write today: T. Blomberg, 
Rossqaton 6E12,65380, Vasa, Finland. 
No learners please. 


AMIGA USERS! Would you like to know 
a fast swapper in Sweden? Search no 
more write to Jonas Lindstrom, 
Hasthovstigen 11,43033 Fjaras, 
Sweden. 


COLOUR MONITOR, Minch Philips 
CM8524 High Resolution Stereo Colour 
Monitor/green screen option. Free 
cable. £145 as new. Peter 01 -450 6519. 


ooooooooooooooo 

MATRIX SOFTWARE HIRE 

THE CHEAPEST OF THEM ALL 

Top games titles for 
Spectrum, Commodore, Amiga 
and Amstrad, please state system 

For details send large SAE to: 

MATRIX LEISURE CLUB 
Dept c.u., 271, Stanstead Road, 
Bishops Stortford, 

Herts CM23 2BT 

ooooooooooooooo 


64/128 Users 
SPECIAL OFFER 

ONLY £40 VAT inc. MODEM/DATACOMS CARD 
ASCII terminal facilities. Automatic dialling, auto 
answering, spooling and printing files. 

In Viewdata mode terminal becomes host 
computer downloading text with local graphics 
editing. Answer mode baud rate recognition. Telex/ 
mail dumping to disk. 

Cheques to: AEL, Dept CU, Barclays Bank 
Chambers, Keswick CA12 5BT. Visa or Access tel: 
07687 74439 Post/Pack £1. 


SOFTWARE 

2) Amiga, Atari-ST and IBM-PC 
Softw. on Nashuadisk etc. from 
£2, — Incl. sending, postage and 
Internationale Soft-User-Help 
Service. Foundation, SOFT-USER 
International P.0. Box 1057, 
NL-5602 BB Eindhoven 


SPECIAL OFFERS 

1) FREE F.S.I. — Amiga Cat. 
demo, send one diskette with your 
address to get acquainted with FSI 
and FHI. Foundation DATA-USER 
International P.0. Box 1057, 
NL-5602 BB Eindhoven 


COMIC 

SHOWCASE 

Specialists in American Comics. 

• New Imports every week 

# Badges and Posters 

• Graphic Novels 

• Original Artwork 

# Mylar Bags 

# Fanzines 

• T-Shirts 

# Comic collecting accessories 

LONDON 

76 Neal Street WC2 
Tel. (01) 240 3664 


CBM 64 for sale. £400 worth of games, 
reset switch, new Speedking joystick, 
C2N cassette recorder. Worth over 
£620. Offers negotiable over £250. 
Phone 0234 741129. 


NORWEGIAN AMIGA OWNER would 
like new contacts. Preferably Europe. 

100% reply. A. M. Eikheim, Bieheia 8, 
N-4890 Grimstad, Norway. Don't wait 
write now!! 


AMIGA USER wants Penpal. Send disk 
or letter to Michael Lacey, Ferns P.O., 
Enniscorthy, Co. Wexford, Ireland. 


COMMODORE 64 datassette, joystick, 
£330 worth of games, magazines, 
books, reset switch. Yours for £150, ring 
Nick on 0829 40820. 


C64 TAPE DECK, reset, cartridge, 
joystick, books, magazines, £150 ono. 
Phone 0296630995. 


FOR SALE. Commodore 64 and 
Spectrum 128+2 incl joystick and 
approx. 500 games! (and disk drive for 
the Commodore). The many disk for 
the Commodore 64 incl. Pool of 
Radiance and Platoon, £300 ono for 
the lot. Phone James Parry 01 -607 
8784. 


C64 SOFTWARE For Sale. £1 to £10. 
Send SAE for list: Michael, 43 Clarendon 
Road West, Chorlton cum Hardy, 
Manchester M21 1RN. 


AMIGA USER wants new contacts. 

100% reply. Send some disks and a 
letter to: Roy Pettersen, 2050 Jessheim, 
Norway. 


HARDWARE 

3) F.H.I. Users-Discount 10%, 
20% and more on 1001 Hardware 
parts incl. sending, postage and 
Internationale Hard-User-Help 
Service. Foundation HARD-USER 
International P.0. Box 1057, 
NL-5602 BB Eindhoven 


New Zealand IVTa.il Order 


SOFTWARE SOURCE 

Dept. SC, PO Box 6835, Brookfield, Tauranga, New Zealand Phone: (75) 69853 

Leading suppliers of Amiga, Amstrad, Commodore 64/128 and IBM 
software and accessories 

Send for our free catalogue (please state computer) covering: 

★ ★ Entertainment ★ ★ 

★ ★ Utilities/Business ★★ 

★ ★ Ref. Books/Disks ★★ 

★ ★ Accessories ★★ 

★ ★ Joysticks ★★ 

★ ★ Printers/Hardware ★★ 

Separate price list and brochures available for our range of printers. 

★ ★★ Lowest Prices Largest Range ★★★ 


TO ADVERTISE IN SELL-OUT CALL TOM GLENISTER ON 01-251 6222 
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TO ADVERTISE IN SELL-OUT CALL TOM GLENISTER ON 01-251 6222 


LOW LOW PRICES! 


Amiga A500 + Modulator + 

£230 s/ware + Photon Print £373.95 
Atari 520 STFM Explorer £264.95 


Amiga V 2 Meg Ram exp 


£99.95 


Competition Pro 5000 £10.99 

Competition Pro 5000 xtra £12.99 

Konix Speedking Auto £8.99 

Konix Navigator _ £10.50 


Unbranded Guaranteed 3 V 2 " DD/DS Disks 

10.£8.99 50.£37.99 

All come boxed in 10’s with labels 


NEW SHOP OPENING SOON — PHONE 


SOFTWARE 

Indy Jones 
Kick Off 
Robocop 


C64 AMIGA 

£6.99 £13.50 
£6.99 £12.50 
£6.99 £15.50 


Mail order payments to: Medusa Computers 
55 Harrow Drive. London N9 9EQ 
01-803 0893 


ONLY POOLS AND HORSES 


FOOTBALL B0XF0RM £14.95 (+£2 for 3 disc) 

★ The 0N L Y poo's program written by a GENUINE EXPERT who 
has been professionally employed as such by the leading pools 

company. 

★ The ONLY program dealing with football form that has its 
team merit ratings published in a national sporting magazine. 

★ The ONLY program that uses machine code and advanced 
statistical methods to analyse football form. Lists homes aways 
and draws in order of merit and gives true odds for every match 

Covers league & non-league clubs. 

★ The ONLY program to claim 50% MORE DRAWS than ob¬ 

tained by chance. 

BOXFORM & HANDICAP WINNER £14.95 (+£2 for 3" disc) 

Two proarams for the price of one. Easy to use and they never 
8n5cnD.* date : u" you need is 3 ,ew mi ™tes with a daily paper 
BOXFORM weighs up a race by considering the many facets of 
■.“Y amended to suit the user’s ideas. HANDICAP 
WINNER shows the value for money bets. OVER 600 WINNERS 
in handicaps this year at prices up to 25/1. 

SPECIAL PRICE of £24.95 (+£2 for 3" disc) for all of the above 
programs 

RACING TOOL KIT £49.95 tape or disc 

Si , wmr 9 4 e D ° l UO ra ? 1S forthe racin 9 enthusiast. BOXFORM & 
HANDICAP WINNER plus programs to produce ratings and time 
figures, update private handicaps or form your own keeD 
records, work out almost any bet etc. etc. 

Why pay inflated prices? BOXoft CLEVER and get the BEST 
Available on tape or disc for SPECTRUM, CMD C64/128 AMS 
—— CPC’s, BBC B. from: 

E3 BOXOFT, CU, 65 Allans Meadow, “ST 
. Neston, South Wirral, L64 9SQ ■■■■ 

Credit card holders may phone 051-336 2668 (24 hrs) 


FORBIDDEN 

PLANET 

We have an astonishing 
range of comics, graphic 
novels, books, memora¬ 
bilia, posters, T-shirts 
and toys. 

71 NEW OXFORD STREET 
LONDON WC1A IDG 
01-836 4179 
and 

01-379 6042 


AMIGA USERS) Would you like some of 

the best demos/utilities around? Well 
send me £3 (P.O.'s only!) and a disk,' 
and I'll return It filled with great stuff! 
Send to: Stephen Warden, Meadow 
Lodge, Highertown, Truro, Cornwall, TR1 
3QF, England. 


WANTED: Commodore users to join 

penpal club. All CBM's catered for: Vic 
Plus 14, CBM 64, Amiga etc. For more 
details write to: I. Cassidy, C/O J. 
Hadlow, 9 Haldane Cresent, Kirkton, 
Dundee, Scotland, DQ3 OJN 


ADVERTISEMENT INDEX 


Activision. 2 Microprose . 

Anco . 22 Microsnips. 


Castle. 38 

Compunet. 34 


Datel. 
Elite... 
G. 10 .. 


.52,58,59 

.6 

.41 


Hot Shot.34,35 

Harwoods.82,83 

Intraset. 45 

Linel. 38 

Mindscape. 10 

Mastertronic.24 


.65 

Megasave. .41 

Montbuild. 19 

Ocean.30,32,41,39,100 

Postronix.66,67 

Rainbow Arts. 13 

Strat Plus. 35 

Software Super Store. 45 

SDC.46 

Silica Shop. 57 

Software Source. 45 

Tanglewood. 35 

US Gold. 99 

Worldwide. 46 


ADRIAN’S ARCADE 

THE COMMODORE SPECIALISTS 

64,128 and AMIGA. Exciting range of software 
for HIRE 

HARDWARE: Attractive Discounts, 
i.e. Amiga + 1084 colour monitor £570 

SOFTWARE: ALL machines 25% Discount 

Details: Large SAE to 
7 Woodley Headland, Peartree Bridge, 
Milton Keynes, MK6 3PA 


CLASSIFIED ORDER FORm ” 1 


Lineage — 25p per word to private idividuals — 20 words min. 

40 words maximum. 35p perword to Trade. 20 words min. — 40 words maximum 
Semi-display — £13 for S.C.C. Ring 01-251 6222. ~ 

All classified and semi-display advertising is pre-payable. 

When paying for advertisements please add on 15% for VAT. 


Warning 

It is illegal to sell pirated copies of computer games The only software 
that can be sold legitimately through out classified section are 
genuine tapes, disks, or cartridges bought from shops or by mail order 
from software houses Commodore User will press for fhe maximum 
penalfies to be brought against anyone breaking these rules We 
regret that due to large scale swapping of pnated software we can no 
longer allow swaps of tapes, disks, or cartridge in our classified section 


All classified ads are subject to space availability. 


I enclose cheque/P.O. for £ 

Name. 

Address. 

Total number of words. 


PLEASE PRINT CAPITALS 

made payable to Commodore User. 


Post to AD. DEPT. COMMOOOM USER, 30-32 EABRINODON UNE, EC1R 3AU. 


TO ADVERTISE IN SELL OUT CALL TOM GLENISTER ON 01-251 6222 






























































































IF BATHYPE is getting yon down 
pick up the latest Hernandez Love 
And Rockets graphic novels. They’re 
available at £6.50 each from 
Forbidden Planet, 71 New Oxford 
Street, London W1 and all good comic 
shops. 


GET SHIRTY With this 1989 Tour De 
France top. It’ll scare traffic away for 
£29.99. Available from Freewheel 
through mail order on 01-405 0768. 


PICTURE THIS a camera with 
a film you don’t have to 
develop. The Canon RC-250 
still video camera takes 
pictures which can be 
displayed on your TV 
instantly. It uses a floppy disk 
rather than light sensitive 
film and looks set to 
revolutionise the image 
industry. Launch later this 
year. 
















WASH YOUR EARS OUT with 
this Walkman styled as a 
washing machine or 
alternatively you can have 
one shaped like a toaster! 
They’re available from Roxie 
at 76 Wardour St, London W1 
3LF. They cost £29.95, but 
you’d better add £1.50 
postage and packing. 


GOOD STORYLINE If a diet 
of pulp is proving too 
lightweight why not try one 
of Fantagraphics adapted 
classics. Leopold Duranona 
has depicted some of Kafka’s 
short stories brilliantly. The 
gruesome’Execution’ costs 
£2.95 and can be found in 
Comic Showcase, 76 Neal St, 
London W1 and all good 
comic shops. 


THROWAWAY CAMERAS 
Disposability reaches new 
proportions with these 
cameras from Kodak. The 
Weekend 35’is an all 
weather snappy which is 
designed to work in all 
conditions — even 
underwater. Cost £8.99. The 
‘Fling’ is a relaunched 
disposable in a redesigned 
■shell. You get 24 exposures 
Hor £4.99 — from all major 
Istores. | 


ARE YOU RECEIVING US? . 

M Sky might not be worth 
watching but you can get all 
your favourite radio station! 
on this AM/FM receiver for 
£15.95 from Roxie at the 
address above. 

















It’s impossible trying to get 
any work done in this mad¬ 
house. The main overriding 
reason for this is Kick Off. Now 
there have been office crazes 
before; Arkanoid, Zoom, Wiz- 
ball and, more recently, 
Skweek , but nothing has come 
close to the football mania 
caused by Kick Off. The num¬ 
ber of joysticks ruined by one 
game is phenomenal. We had 
to order a skip to clear them 
out the office this week. Then 
there’s the noise. It causes 
fights and arguments, and it 
still gathers a crowd of sup¬ 
porters. And woe betide any¬ 
one who beats the Editor — 
they’re likely to get a monitor 
over the head. The greatest 
crime of all is to run over a 
helpless slide tackle in the 
area to gain a penalty. That’s 
likely to cause a riot. 

Naturally there have been 
leagues. ClTs one petered out 
when Mark Heley couldn’t 
stand losing to the Ed, whilst 
upstairs on The One there are 
two (including some elements 
of SU). An international is in 
the offing. It’s the same else¬ 
where. Future Publishing are 
known to have four leagues, 
and they play tournaments too. 
Countless software houses are 
behind schedule with their re¬ 
leases because the program¬ 
mers are playing Kick Off. The 
industry is grinding to a halt 
and it’s all Anco’s fault. 

The appeal of the game is 
lost on us. Because we’re a 
column we can’t hold a joys¬ 
tick, so that rules us out of all 
the fun. Ours is just a life of last 
minute deadlines and muck 
raking. And have we raked 
any muck this month? We sure 
have, we’ve been getting right 
on down to bottom of the 
software swamp to dredge for 
slime ... 

# But first a little correction is 
in order. You know by now 
that we’re a fussy mag. We 
like to get our facts right. 
Microprose aren’t so keen. 
Take RVF for example — an 



What’s this? The sign outside a sleazy Soho arcade? No, just sent to us from 
Holland, it’s actually a brothel — presumably for gamers. 


excellent game no arguments, 
but someone has to point out 
that there’s no such thing. A 
bike enthusiast informs us that 
Honda produce a VFR. Worse 
is to come though because the 
bike pictured in the advert 
isn’t even a VFR, it’s an RT30. 

As everyone knows by now, 
RVF (the game) appears on 
the Microstyle label (Games 
For Adults), and so does their 
major league entrant into 
green issues, Rainbow War¬ 
rior — in fact it says it right on 
the front of the packaging: 
Gaines For Adults. So we 
were surprised at the launch to 
see a dolphin drowning in a 
section of the game. “Dolphins 
are quite good swimmers 
actually”, pointed out our 
eagle-eyed correspondent. 


“Well it’s only a game for kids 
isn’t it?”, opined a spokesman. 
Fair enough then, we’ll stop 
driving around in old Bentleys 
dressed in chunky knit jum¬ 
pers and cords then. 


# In fact the launch of Rain¬ 
bow Warrior in London’s 
Docklands was notable for a 
rather frosty atmosphere be¬ 
tween Microprose and Green¬ 
peace. Comments were made 
like “It’s been an experience 
working with Microprose”. 
This may have something to do 
with the fact that some of the 
original and now (we stress) 
jetisoned ideas for the game. 
How about a whale which 
pops out of the water in one 
sequence and nukes the 


Norwegian whaling fleet? Not 
bad, but what about the pack¬ 
aging which originally had as 
its artwork someone spraying 
a seal green?! The game was 
actually originally given to 
Telecomsoft after Logotron’s 
Jane Smith — herself a Green¬ 
peace activist — persuaded 
them to do the game. Funnily 
enough the game was already 
in development through the 
efforts of programmer Tony 
Gibson (Seaside Special) him¬ 
self an activist. 

• Now one of the following 
facts is a porky. We want you 
to see if you can guess which 
one it is. Mark Cale is getting 
married and taking his wife to 
the flesh pots of Bangkok for a 
honeymoon, he had all his 
clothes cut off by strippers on 
his stag night, Microprose’s 
Peter Jones breeds whippets, 
Elite’s Steve Wilcox has fifteen 
Jensen Interceptors, Dennis 
Publishing are launching a riv¬ 
al to C&VG and ACE called 
(after its readership) ‘Zero’, Big 
Apple, the company that 
bought the California Raisins 
licence has been shut down. 
Gary Bracey has a bit part in 
‘Nightbreed’. Actually it was a 
trick question they’re all true. 

• Next month sees three 
events. The first is the wel¬ 
come return of Mark Patter¬ 
son, heavy metal mutha of 
death, as staff writer on CU. 
Another is the now annual 
football charity tournament 
orgainsed by Grandslam, this 
year at Luton’s (pah!) Kenil¬ 
worth Road ground (so that 
probably means we won’t be 
allowed any supporters). This 
year there’s a publisher’s side 
composed largely of EMAP 
staff. And we aim to win, so 
softcos beware! The final 
event is none other than the PC 
Show — several days of pure 
mayhem, followed by partying 
and misbehaviour of all de¬ 
scriptions. Be prepared next 
month for some truly impress¬ 
ive dirt. Until then eh? 











Advanced 


Du ngeons^iagons 



COMPUTER PRODUCT 



A FORGOTTEN 
REALMS™ FA NTASY 
ROLE-PLAYING 
EPIC, VOL. 2 


— 


After you saved the city of Phlan 
and located the Pool of Radiance, 
a trip to Tilverton should have been 

easy, but it wasn't . 

Ambushed, captured and knocked 
unconscious you awake to discover 
five azure blue symbols imprinted 
under the skin of your right arm. 
Their mystical power ensnares your 
will and as they glow you obey 
their every command. No magic 
dispels the bonds, no cleric's prayers 
remove them. 

Your only hope is to search the 
Forgotten Realms for the creators 
of this mystery and regain control 
of your destiny. Only then can you 
be free of the Curse of the Azure 
Bonds. 


Available on: 
CBM64/128 IBM PC 


ADVANCED DlJ NGEONS & DRAGONS, AD & D FORGOTTEN REALMS and the TSR logo are trademarks owned 
WI, USA and used under license from Strategic Simulations, Inc., Sunnyvale, CA, USA (c) 1989 
TT c r'm r> r ttv „.„ Tr , © 1989 Strategy Simulations, Inc. All rights reserved. J 

U.S. GOLD LTD, UNITS 2/3, HOLFORD WAY, HOLFORD, BIRMINGHAM B6 7AX TEL 






























































































SPECTRUM 


CBM/AMSTRAD 




ATARI ST 


AMIGA 


I AITO'S ARCADE HIT %£6DNCES 
ONTO YOUR MICRO SCREEN WITH 
A BURST OF ZANY ACTION. 


Wally Walrus has captured his tea - 20 of Joey Kiwi's friends from the New 
Zealand zoo, and if Joey doesn't rescue them all by tea-time they'll be stuffed, 
served and swallowed at Wally's table. Joey has to search Wally's domain which is 
just how you would expect it to be - FAT with danger! 

Armed only with a bow and arrow, Joey can accumulate more weapons 
along the way. Beware of the malicious rabbits, boomerang throwers, 
deadly frogs, blood-sucking bats and many, many more villainous 
creatures. \ ^ 
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